GRRN TURISmO 3= R-SPEC 


LICENCE TESTS 


You won’t be able to race much without getting hold of at least the 
basic licences but, with our help, you’ll pass them all with flying colours. 


LICENCE TE5T5: COTESTIC B 

— sarMEgs- 



1. Starting, accelerating 
and stopping 1 

Car Volkswagen New Beetle 

Gold: 0:35.100 Silver: 0:35.400 

Bronze: 0:35.800 

•Accelerate, drive straight ahead, and 
brake’ - that’s the motto for your first 
test to obtain the National B licence. 
Before starting, take a look at your revs 
counter and hold the engine at around 
2,500rpm. Hit the gas... but without the 
tyres spinning too much and squealing 
loudly. If that happens, you know that 
you have lost grip and the engine's 
power can no longer be fully 
transmitted to the track. When you have 
switched to second gear (this happens 
automatically from a certain speed 
onward. If you didn’t select manual 
transmission In the Options menu) drive 
at full speed. At around 940 metres 
step on the brake and cease 
accelerating then turn sharply to skid 
Into the braking area. 




2. Starting, accelerating 
and stopping 2 
Car: Dodge Viper GTS 
Gold: 0:25.200 Silver: 0:25.500 
Bronze: 0:26.300 

As was the case In the first test, this 
test also Involves covorlng the distance 
as fast as possible, and comlnR to a 
halt on the marked area. Before 
starting, hold your vehicle’s engine at 
3,000rpm, and step on the gas without 
the tyres spinning, TOu should therefore 
press the acceleration button gently 
rather than suddenly. The braking point 
Is at around the 870 metre mark. Use 
the 850 metre line as a reference point, 
and hold down the brake button once 
you pass that lino then remember to do 
a skid finish to stop abruptly In the 
finishing area. Should you come to a 
halt beyond the finish line, simply brake 
a little later at your next attempt. 
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3. Basics of cornering 1: 

FF cars 

Car: Flat Coup6 TUrbo Plus 
Gold: 0:31.100 Sliver: 0:31.400 
Bronze. 0:32.500 

Before the start, hold the engine at 
around 3.000rpm. and steer gently to 
the outside after the summit of the hill. 
Shortly before the braking point marked 
In red, your right-hand tyres should 
touch the curbs and you should already 
be decelerating. Brake, and only steer 
properly Into the comer after a fraction 
of a second. Do not accelerate again to 
avoid being propelled too far to the 
outside. As soon as the winner's line Is 
shown In blue, you may accelerate 
again (gentlyl and allow yourself to be 
propelled to the outside. Before the 
next summit, steer just slightly to the 
right so not to forfeit speed. If you are 
propelled out of the comer, you had too 
little grip on the front wheels. To 
counter this, Increase your braking 
stretch or accelerate slightly later. 
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5. Cornering response 1: 

FF cars 

Car. Honda Civic Type R 
Gold: 0:34.400 Silver. 0:34.800 
Bronze: 0:36.200 
Hold the engine at 5.000rpm, and 
accelerate cautiously, so that the tyres 
do not spin. Drive through first gear 
without the tyres blocking From the 
second gear you can step down on the 
gas and follow the blue line At the grey 
marking briefly take your foot off the 
accelerator and steer gently to the 
Inside. When you reach the red marking 
brake briefly and then accelerate fully - 
It’s best to have a brief pause botween 
braking and accelerating During this 
process you also steer sharply Into tho 
tunnel, making use of the curbs on the 
_ inside track. Keep to the right-hand wall 
N In the tunnel, but avoid the marking on 
the edgo which causes tho car to 
docfclerato. At tho exit, steer gently to 
the right to reach the finish line 
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6. Cornering response 2: 

FR cars 

Car Mazda MX-5 1.81 
Gold: 0:33.000 Silver 0:33.300 
Bronze: 0:34.700 
Drive away from the start line at 
3,000rpm. and follow the blue line. 

Keep to the left-hand boundary during 
the first comer and, when steering Into 
the second comer, briefly take your toot 
from the accelerator two or three times. 
This ensures that you remain on the 
Insldo track and approach the next 
corner from the outside. Step briefly on 
the brake when you roach the red 
marking do nothing for a brief moment 
and then accelerate again. Also, steer 
Into the tunnel by again maklnR use of 
the curbs on the loft-hand side. In order 
not to be propelled too far to tho 
outside when steering In. you may 
again have to take your foot off the 
accelerator. Then drive along the tunnel 
wall, but without touching tho right- 
hand edge marking 


4. Basics of cornering 2: 

FR cars 

Car Honda S2000 

Gold. 0:29.100 Silver 0:29.400 

Bronze. 0:31.000 

Again, start the Honda at 3.000rpm and 
follow the blue winners' line. At the 
entrance to the comer, drive along the 
outside track and. once again, make full 
use of the curbs Ybur braking 
manoeuvre starts earlier than In the 
B-3 test as you can see from the red 
marking While you steer towards the 
Inside, the brake pedal remains 
depressed until you pass the area 
marked In grey Release the brake and 
accelerate gently to ensure that you 
continue to have plenty of grip available 
for your steering movement After a lew 
metres you can accelerate fully again, 
and race towards the finish line using 
slight steering movements. 
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7. Basics of sequential 
cornering 

Car; Tbyota MR2 

Gold: 0:33.000 Silver 0:33.400 

Bronze 0:35.400 

Start your car at 3,000rpm and drive 
towards the first hill summit. Head 
directly for the second comer and pass 
It a little beyond the right-hand side 
edgo. Take the second comer a little 
more tightly than suggested by the 
winner's line, and take your foot off the 
accelerator briefly before reaching the 
first grey marking When steering Into 
the tunnel. It’s a good Idea to stay on 
the winner s line. At the end of the 
tunnel touch the left-hand track edge, 
and then twice briefly take your foot off 
tho accelerator before steering Into the 
next comer Drive through the comer In 
the tunnel as wide as possible to 
achieve maximum exit speed On 
exiting the tunnel, steer Immediately to 
the left to head directly for the finish 


8. Domestic Class B License 
final test 

Car Nissan Skyline GT-R 

Vspec II (R32, J) 

Gold: 0:42.800 Silver 0*3.400 

Bronze 0:46.000 

\bur left-hand tyres should be on the 
curbs before the grey marking. So take 
your foot off the accelerator, then step 
on the brake and steer sharply Intothe 
comer. Drive wide out of the hend to 
enter a chicane, steer to the left and 
avoid driving through the next comer 
too wide Before the tunnel you should 
find yourself on the right-handed^^ 
Take your foot off the accderator.Steer 
sharply Into the tunnel and. froni the 
middle, accelerate In shiwlt burstsJtoull 
now drift along the left of the tunnel 
and skid Into the next comer Before 
the next tunnel, stabilise your car by 
counter-steering to take the «nlsh line 
at full speed. For a recordhnie, take the 
second comer and passage Detwoen 
the tunnels as tightly as possible 
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LICENCE TESTS [DTltSTC R 


L Race comenng 1 

Car Honda NSX Type S Zero |J] 

Gold: 0:32.600 Silver: 033.100 

Bronze: 034.700 

Your best bet is to leave the start line 
with 3500rpm on your rev counter. 
Accelerate gently so that your tyres 
donl block, which would have an 
adverse impact on your acceleratron. 
Then just follow the blue line and steer 
gently to the left into the first comer. 
Take your foot off the accelerator at the 
grey marking and then step on the 
brakes a fraction of a second later. After 
a few metres, steer into the comer. 
Before reaching the clipping point, take 
your foot off the accelerator again 
Don! worry about driving over the 
curbs with your right-hand tyres in 
order to take the comer as tightly as 
possible If you directed your car in 
accordance with the winner's line, you 
will be able to accelerate again after 
the clipping point and can then let 
yourself be propelled to the outside 




5. Circular turns, 100R, 
dry road 

Car: Mazda RX-7 Type RZ 

Gold: 035300 Silver: 0:56.300 

Bronze 039.000 

Just as in the previous test you should 
start at 3.000rpm and then pull the car 
to the inside after driving a few metres 
From there, accelerate again and allow 
yourself to be propelled a few metres to 
the outside. Your right-hand tyres 
should always remain in contact with 
the dark rather than the pale asphalt 
Always remember: if you are propelled 
to the outside, simply take your finger 
off the accelerator. If your car pulls too 
far to the inside, accelerate more 
heavily and steer less to the inside. As 
soon as the finish line Is In view, 
accelerate fully and let yourself be 
propefled to the outside. With this test 
it's best to steer using the left stick of 
your Dual Shock Z 


Z Race comenng 2 

Car Nissan Skyline CT-R V- 
spec II (R34) 

Gold 036.000 Silver 036300 
Bronze 037.600 

At the start your revs counter should 
show 4,000rpra Gently drive through 
the first gear, continuing to accelerate 
in order to speed along the right-hand 
track edge of the 90° comer after the 
hilL Then take your finger briefly off the 
accelerator at the grey marking in order 
to press the brake While doing so. steer 
into the comer in accordance with the 
red line Before reaching the clipping 
point simply accelerate in short bursts 
to have better control over your driving 
direction. Then allow yourself to be 
gently propelled to the outside and. 
when accelerating, make use of the 
narrow verge on the right-hand side 


6. Taking long comers 

Car: Jaguar XKR Coupe 

Gold: 037.000 Silver. 037.500 

Bronze: 039.500 

First follow the blue line and. before 
reaching the red marking take your 
finger briefly off the accelerator. Steer 
into the comer taking care not to be 
propelled to the outside. Before 
reaching the clipping point you can 
accelerate again in gentle bursts. 
However, don't accelerate too much, so 
that you can drive along the right track 
edge at the end of the corner. In a 
gentle left arc, approach the next 
comer from wide outside. Again, take 
your finger off the accelerator and 
brake according to the markings shown. 
Pull to the inside and take care to 
follow the marking since it dictates your 
speed. If you're too quick and drive to 
the right of the line, you'll be propelled 
out of the bend. At the end of the 
comer simply accelerate hard to cross 
the finish line in record time. 


3. Race cornering 3 

Car Honda S2000 

Gold: 039.800 Silver 030300 

Bronze: 031.600 

Ybur best bet is to start at 4.000rpm m 
order to gently drive through the first 
gear. Squealing and spinning tyres 
indicate that you are accelerating too 
heavily - so simply lift your finger a 
little from the acceleration button 
Follow the blue line and approach the 
comer from wide outside. Take your 
finger briefly off the accelerator at the 
grey marking and then brake and steer 
into the comer. Stay on the line and. 
from the grey marking remove your 
finger from the brake button Tbull now 
have to accelerate in cautious bursts to 
remain on track. However. youTI be able 
to accelerate fully again shortly before 
the clipping point Allow yourself to be 
gently propelled to the outside and 
drive towards the finish line 


7. Taking blind comers 

Car: Chevrolet Camaro Z28 
Gold: 0:14300 Silver: 0:14.700 
Bronze: 0:15.400 

Drive up the hill in accordance with the 
blue line and steer gently to the left 
• You will soon see a grey and red 
marking This means you should reduce 
the gas and steer into the comer that is 
outside your field of vision. Before 
reaching the clipping point, accelerate 
fully again and pull close to the right 
track edge around the comer. Continue 
steering heavily to the right because 
your high speed will propel you to the 
left in any event. Don't be afraid to use 
the left verge In order to approach the 
finish line at full speed. In principle, the 
only challenge posed by this test Is 
approaching the comer In an optimal 
manner. Wiry not experiment a little 
with braking and steering-ln points? 
You’ll quickly find yourself beating the 
time needed to win a Gold Cup. 


4. Circular turns, 60R, 
dry road 

Car Mazda RX-7 Type « 

Gold 0:43300 Silver 0*4.000 

Bronze: 0:46.000 

Start your car at around lOOOrpnv Alter 
a few metres, steer to the inside and 
stay in the dark area of the road. Now 
continue accelerating and try to 
establish a constant speed while 
steering to the right. Steering is best 
done using the left stick of your Dual 
Shock 2. even if you normally 
determine your car’s course using the 
directional buttons The secret is to turn 
the steering wheel fully while driving at 
maximum speed, without leaving the 
dark track area too wide If you see that 
you're being propelled to the outside, 
take your finger off the accelerator. If 
you are being pulled too far to the 
inside accelerate more heavily and 
steer less to the inside After three laps 
accelerate fully before the finish line to 
be propelled to the outside 


8. Domestic Class A Licence 
final test 

Car. Mitsubishi Lancer 

Evolution IV GSR 

Gold: 0:15.400 Silver: 0:15.800 

Bronze. 0:17.300 

After the start, drive down the hill and 
steer Into the chicane early on. When 
you are between the two comers, pull 
to the right. Ideally, your front bumper 
should pass close by the right boundary 
cone. You should now briefly brake until 
you have slowed down to 60-65kmh. 
Now start steering Into the corner 
without stepping on the gas or brakes 
Although your car will drive to the left, it 
will also be pulled to the right. Do not 
leave the winner's line. If you find 
yourself too far to the inside you braked 
too heavily and were thus simply too 
slow,If you're being pulled to the 
outside, however, you must brake 
earlier or more slowly - or just take 
your foot briefly off the accelerator 
again when steering 
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L Circular turns, 60R, 
wet road 

Car Chevrolet Corvette Z06 

Gold 0:48.700 SINci: 0:49.200 

Bronze: 0:51.800 

Start at 3,000rpni, steer a few metres to 
the Inside and maintain a distance ot 
around one to two (game) metres from 
the right Inside edge. Continue 
accelerating to build up an even speed 
of around 93 km/h. while constantly 
steering to the right. As soon as the 
finish line Is In view, you can i 
fully and allow yourself to be propelled 
to the outside. Once again, your best 
bet Is to steer using the left analogue 
stick even If you normally use the 
directional buttons to guide your car. As 
soon as you find youiself being 
propelled too far to the outside, take 
your foot off the accelerator. If you’re 
pulling too far to the Inside, increase 
your acceleration and steer less heavily. 
Be careful not to abruptly cease a 
steering movement though. 


2. Circular turns, 100R, 
wet road 

Cat Chevrolet Corvette Z06 
Gold 131.600 SINci 132.400 
Bronze 135.500 

Alter driving for a lew metres, pull your 
car a little to the Inside, In older to 
continue accelerating (ram there 
However, keep around two to three 
(gamel metres away from the Inner 
boundary, and try to maintain a speed 
of around 118 km/h. filming your 
steering wheel to the right, your task Is 
then to complete three laps as quickly 
as possible, and then to accelerate lully 
before the finish line. Don’t forget. II you 
find yoursell being propelled to the 
outside, |ust take your foot oft the gas If 
your car Is pulling too much to the 
Inside, accelerate more heavily and 
sr less to the Inside. 


Car Honda S2000 TVpe-V 
Gold 032.400 Sltvci 033.000 
Bronze 0:24500 

Drive gently to the left-hand track edge 
At the 50 metre sign, take your foot oil 
the gas brake and steer to the Inside. 
Drive the comer wide, then stabilise 
your car by applying on/of) pressure to 
the accelerator Following this drive Into 
the second comer at full speed, 
keeping as lar to the right as possible 
On entering It you’ll already see the 
next comer to the left - take your loot 
oil the accelerator a couple ol times 
ir to the left. Drive by the left- 
d of the comer as close ns possible, 
then drive pretty much In the middle of 
the track Take the next lett-rtght 
chicane at lull speed, by keeping wide 
to the left at the next comer and then 
Immediately pulling to the right, ns 
though you Intended touching the 


Car Chevrolet Corvette Z06 
Gold: 0:19.700 Silver 030.000 
Broun' 031.200 

Alter the first gentle turn, keep to tho 
left and roar lowaids tho double comer. 
Shortly betora teaching the ovotpass 
you must decelerate and then steer 
Into the comer catty on. Since your 
speed remains very high, the brake 
must remain depressed Shortly botore 
passing tho right comer - tho first 
clipping point - tako your loot olt the 
brakes and start accelerating again In 
bursts and orienting your vehicle. Do 
not allow yoursell to he propelled too 
lar to tho outside - only up lo hall tho 
width ol the track at most. Then steer 
Into the second comer. After the 
second clipping point |at the latestl, you 
can start driving at full speed again, 
allowing yoursell to be propelled to the 
left Tbu now have |ust a lew metres to 
go before reaching tho finish line. 



5. Accelerating while turning 
and transferring weight 

Can RUF 3400S 

Gold: 038.700 Silver 039.300 

Bronze: 0:30.500 

tbur engine should be running at 4,000 
rpm at the start. Then accelerate as 
quickly as possible while avoiding 
squealing tyres In first gear. When In the 
gentle right comer of the tunnel, keep 
to the right so that, on exiting, you are 
driving as far as possible to the right. 
Shortly after passing the 50 metre sign 
on the left-hand side, take your foot off 
the gas and steer Into the first 90” 
corner of the left-right chicane. Drive as 
far to the left as possible and 
accelerate In bursts. As soon as you arc 
between the first and second comers, 
start steering to the right and head lor 
the clipping point. Although It Isn't 
necessary to brake, you should 
accelerate In bursts From the clipping 
point you can drive towards the finish 
line at full speed. 


6. High-speed slalom 1, 
driver assistance ON 

Can RUF RGT 

Gold: 0:24000 Silver 034300 

Bronze: 036.200 

In this test your car’s driving assistance 
functions are switched on, allowing you 
to study your vehicle's behaviour. Tty to 
drive In .1 straight line, heading lor one 
clipping point alter another. Using 
gentle and even steering movements, 
re orientate your car after each clipping 
point. In older to steer better, you 
should decelerate slightly - but really 
only minimally. Make use of the curb's 
surface, but lake care not to knock over 
the cones. Pay attention to the manner 
In which your car Is stabilised through 
acceleration. Tbu'll also sec how It 
becomes easier to steer If you 
decelerate. The activated stability 
control, a device controlling tho 
spinning of Ihe car, will prevent the rear 
going Into a premature spin. 


7 High-speed slalom 2, 
driver assistance OFF 

Car RUF RGT 

Gold: 0:24.000 SINot 034400 

Bronze 036.300 

This test Is the same as test six, except 
your car’s stability control mechanism 
Is now switched off. Once again, your 
task Is to drive through the snake 
shaped course by simply using gentle 
steering movements However, you’ll 
find your vehicle voiy prone to spinning 
- so you’ll have to steer even more 
gently Tbu’ll probably find that you have 
to tako your foot off the gas evciy 
second time you correct your course - 
eg. alter steering left once and right 
once - In order to prevent your car 
(mm spinning. Then challenge yoursell 
further by pushing ever closor to the 
car’s limit and making full use of the 
curbs Tills gentle braklnR effect when 
running over the boundary stones 
should enable you to master the course 
at full speed. 


8. International Class B 
licence final test 


Can Honda NSX typo S Zero 
Gold: 0:31.700 Sliver 0:32.000 
Bronze; 0:33.700 

Start by driving gently at the right track 
edge. Pay attention to the signs 
Indicating Ilia distance trom tho left 
corner, and brake at the 50 metre mark 
Then steer to tho Inside, and accelerate 
In bursts even before you pass the 
clipping point. Lot yoursell be propelled 
more or less to the centre ol the track, 
and then decelerate again, In order to 
take the left comor tlglitN After the 
comer, swing to the left to drive 
towaids the approaching right comer 
liom the outside. Keep as lar left as 
possible and make lull use ot the curb 
surface. Now drive sllghtty uphill to the 
last corner which kinks to the right 
Head straight for the clipping point and 
when you reach It pull the steering 
wheel to Ihe right voutl then be 
approaching the finish 
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com§lnafion d corners 1 
Car: Mitsubishi Lancor 
Evolution VI Rally Car 
Gold: 0:39.500 Silver: 0:40.200 
Bronze: 0:42.500 

Keep lar to tho right at first, and briefly 
take your loot oil the gas when steering 
sharply Into the first corner. Continue 
steering to tho loft, and keep to the 
Inside track as much as possible - 
you'll bo propelled to tho outside by 
your high speed. Go through tho 
following right-left chicane by first 
driving tor to the right, and only pulling 
slightly to tho right at tho entrance to 
the corner. Tills means that you'll bo 
alongside the left-hand track when 
leaving the chicane. At the 50 metro 
sign for the next right comer, decelerate 
and steer heavily Into the bend. Take 
tho right corner at full speed and keep 
tor to the outside since the track 
narrows at the end. Just before tho 
finish line there's an easy left turn. 


2. High-speed 
combination corners 2 

Can Spoon S2000 

Gold: 0:15.670 Silver 0:15.900 

Bronzo: 0:16.400 

This test centres around a chicane 
which you must drive through at top 
speod Alter the flying start, you should 
keep to the right at first so that your 
right tyres are on tho white track 
marking Then pull to the left oarfy on, 

In order to graze tho clipping point of 
the first corner. Drive over the curbs, 
but lake care not to touch the cones 
Then steer sharply to tho right to drive 
over the curbs to the opposite comer. 
Gently orientate your car on the 
following straight to reach the finish line 
as quickly as possible. Tho loss you 
have to steer through the chicane 
during this test, and the less you touch 
the curbs, the quicker you'll be. Ybu 
should have no problem taking home 
gold or silver. 
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3. High-speed 
combination comers 3 
Can Subaru Improza 
Rally Car Prototypo 
Gold: 0:23.400 Silver: 0:23.800 
Bronze: 0:25.000 

After the start, steer your car gently 
through tho first chicane and approach 
the following corner from the outside. 
Decelerate after tho clipping point and 
steer to the Inside to corner Into the 
tunnol In an arc. At tho end of the 
tunnel you should drlvo far to the left 
and then take your foot off the gas, In 
order to be able to turn successfully 
Into the next extended right comer. Pull 
to the Inside and accelerate In bursts. 

As In the B-7 test, your car will bo 
propelled to tho end of the corner, but 
you should not touch the tunnel wall on 
your left-hand side. As long as you 
follow the winners' line from the B-7 
test, and don't decelerate too much, 
this test Isn't too difficult 


4. Cornering from 
limit braking 3 

Car: Honda Castrol MUGEN NSX 

Gold: 0:32.200 Silver: 0:32.400 

Bronzo; 0:34.000 

Step heavily on the gas whllo driving 
down the long straight until you see two 
yellow signs at tho right-hand odgo, 
Indicating tho approaching corner. 

Brake at around the 80 metre level but 
don't yet steer Into the right corner. 

Only turn sharply Into tho bond at the 
50 metro mark and then stop on the 
gas again until you reach the clipping 
point. Now, kcop slightly to the right of 
the track centre. Whon you come to the 
end of the straight, pull to the loft Into 
the chicane. Decelerate at around 120 
km/h and continue steering to the left 
after passing the clipping point to avoid 
touching the track marking opposite. 
Drive around the gentle right corner 
(the end of the chlcanel, and then 
approach the finish at full speod. 



5. Corkscrews 

Car: Dodgo Viper GTS 

Gold: 0:22.900 Silver: 0:23.300 

Bronze: 0:25.000 

After the first summit, steer to the left 
to approach the second summit from 
that side. This Is because you'll have to 
graze the right track edge on the 
second summit to brake better and 
steer Into the next chicane. Start 
braking from the second summit and 
avoid any steering movements. Walt 
until your car Is only driving at around 
70 km/h, and then steer to the left Into 
the chicane by accelerating In bursts. 
Then pull to the right - without 
accelerating too much or too often - to 
exit the chicane. Don't be too quick on 
the following downward straight, 
because you'll soon be driving Into an 
extended left comer. Take It from the 
outside, and steer towards the corner's 
clipping point, allowing yourself to be 
propelled to the outside towards the 
finish line. 


6. High-speed 
combination corners 4 

Car: Paganl Zonda C12 

Gold: 0:20.100 Silver: 0:20.400 

Bronze: 0:21.300 

After the flying start, approach the first 
comer from the outside and take your 
foot briefly off the gas when steering In. 
If you touch the barrier on the right- 
hand side when exiting the corner, you 
were too quick. At your next attempt, 
try to steer In a little earlier and/or take 
your foot off the gas for longer. After the 
corner, pull quickly to the left side 
because you’re about to come up 
against an extended right turn. Steer 
Into this corner early on and only take 
your foot slightly off the gas. After 
exiting the second corner, you’ll be 
faced by a narrow but very easily 
negotiated left corner, which shouldn't 
pose any problems. The less you take 
your foot off the gas on this stretch, the 
sooner you’ll be taking home gold. 


7. Cornering from all angles 

Car: Nissan Skyline 

GT-R V-spec II (R34) 

Gold: 0:46.000 Silver: 046.600 

Bronze: 0:49.200 

You can drive through this hilly section 
at full speed: approach the first crest 
from the right and, during your 
approach, pull to the left. You'll find that 
your tyres lose grip slightly at the foot 
of the following valley, but counter¬ 
steering will prevent your car spinning. 
Approach the second crest In a gentle 
left arc and steer to the right as soon 
as you reach the top. When on and 
between the following hills you should 
remain on the Inside track, but avoid 
the cones. After this series of snakes 
comes a short straight followed by a 
hairpin corner. Approach this from the 
outside and steer to the Inside at low 
speed to slowly accelerate again after 
the clipping point. Leave the corner In a 
wide arc and drive towards the rapidly 
approaching finish line. 


8. International Class A 
licence final test 

Car: Skyline GT-R-N1 V-spec 

Gold: 1:07.500 Sliver: 1:08.500 

Bronze: 1:12.000 

Although In this test you'll be driving 
wide corners at the start, they become 
ever tighter - and, to make matters 
worse, they're alternately located 
left/right As soon as you find yourself 
being propelled too far to the outside, 
simply take your loot off the gas. If you 
pull too far to the Inside, accelerate 
more heavily and steer less to the 
Inside. After the second corner, try 
steering to the Inside from far outside, 
grazing the corner's clipping point 
Imarked by cones) at a short distance. 
In the tighter corners, you’ll find that 
the key to success lies In giving the 
right amount of gas and steering gently. 
After the third left/right combination 
the finish line heaves Into view. This Is a 
very difficult test, but you'll master It If 
you use even and gentle steering 
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S-l Apricot Hill Time Attack 

This first tost Is more or less Intended 
as a warm-up. Despite the first 
extended left corner followed by a 
rlght/loft bond, tho hairpin corner In the 
middle course section and the chicane 
Iwhlch follows almost Immediately), you 
shouldn’t have much trouble taking 
home gold, silver or bronzo. In addition, 
your car doesn't have too much 
horsepower so you should be able to 
master tho first 'tricky section' safely - 
anyway, you're already familiar with this 
section from test IB-8. Approach the 
hairpin corner from far outside, reduce 
your speed shortly before reaching the 
loft curb, and then steer sharply In. 
You’ll have to reduce your speed at the 
chicane and steer In from the outside 
early on. Take your foot off the gas to 
re-orlentate your car and leave the 
chicane as quickly as possible. 





S-2 Seattle Circuit 2 Time 
Attack 

This test Is something of a challenge, 
with Its long straights and sharp 
corners, the Seattle Circuit Is one of the 
most difficult courses In G ran Turlsmo 
3. Cast your mind back to tests A-7, IB- 
3 and IB-4, In which you already 
became acquainted with this track - 
although admittedly from another 
driving perspective. Take the time to 
drive a few practice laps to thoroughly 
familiarise yourself with the course and 
get to know the driving features of your 
Ford GT40. Since the car Is prone to 
understecrlng you must brake sharply 
before corners and take care not to 
accelerate again too early. So look out 
for an early brake point before taking 
sharp corners - you'll reap the rewards. 


S-5 SS Route 5 (wet) Time 
Attack 

You haven't come across the SS Route 
5 course In previous tests, but you have 
driven on wet tracks before - think 
back to tests IB-1 and IB-2. Luckily, 
your car doesn't have too much 
horsepower, so your tyres will retain a 
degree of grip even In corners. In 
principle there's only one way of 
braking on this course and driving 
safely through the corners: take your 
foot off the gas. Your brakes only come 
Into their own when It comes to the 
hairpin corner In the north-west and 
the subsequent right/left chicane. 
Approach the chicane from the left, and 
steer Into It at reduced speed. Then 
head for the corner at the front right, 
and pass close by It. Afterwards, make 
use of the full track width to steer Into 
the next right corner from the outside. 


S-3 THal Mountain Time 
Attack 

Sections of this course will also be 
familiar to you from previous tests 
When taking tests B-8 and IA-2 you got 
to know the difficult section between 
the rock formation and the long tunnel, 
and you also dealt with the chicane at 
the end of the course. After the tunnel 
already mentioned, the last hurdle on 
this course Is really the extended 
hairpin corner at the end of the nice, 
long straight. Since the Mazda MX-5 
Isn't known for Its acceleration 
capabilities, you should only take your 
foot off the gas when necessary. 
Especially on the Incline following the 
extended hairpin corner you'll find that 
your car Is struggling so take care to 
drive through the corner at top speed 
and make use of each millimetre to 
accelerate early on. Otherwise you'll be 
crawling up the hill at a snail's pace. 





" ...£ 




S-6 Laguna Seca Time 
Attack 

There's no doubt you've already 
developed a love-hate relationship with 
Laguna Seca. You're familiar with the 
'corkscrew corner' section from the IA-5 
test, and you should remember the 
hairpin bend from the A-2 test. 

So, except for the three remaining 90 
corners and the sharp left turn before 
the finish straight, you've already 
confronted the most difficult sections. 
You can drive through the 90 comers 
by taking your foot off the gas and/or 
braking gently. The sharp left corner lies 
|ust behind a hill, hidden from view 
Make use of your brakes early on and 
don't delay steerlng-ln, to avoid landing 
In the gravel. Since the Viper has plenty 
of horsepower, you should also avoid 
any abrupt steering movements - 
otherwise you'll find yourself spinning 


S-4 Midfield Time Attack 

You're already familiar with the Midfield 
course from tests A-3, A-6 and A-8. Cast 
your mind back to the first extended 
right corner, the sharp right turn before 
the tunnel followed by the long left 
comer, and of course the chicane 
followed by the hairpin bend The only 
feature which may seem new Is the 
gentle left/right corner behind the last 
tunnel. Using as few steering 
movements as possible, drive almost 
straight through and make use of the 
curbs on either side. Since your car Is 
stable on the road, you shouldn't have 
any problems. Youll simply have to get 
used to the high speed of the NlSMO 
GT-R, which means that you must brake 
a little earlier before corners. 



S-7 SS Route 11 Time 
Attack 

This SS Route 11 course offers a little 
taste of what's waiting for you In the 
final test and, unfortunately, you'll have 
to master this difficult city course In a 
rear drive vehicle. Drive a few practice 
laps first to familiarise yourself with the 
course and focus on driving through the 
corners safely. Although the rear drive 
means you can accelerate well, you'll 
generally find that your front wheels 
have Insufficient grip to allow for sharp 
steering movements. Therefore, you 
should take care to brake heavily before 
tight corners, so that you can steer 
easily Into the turn by accelerating In 
bursts and then accelerate out of the 
corner early on. The hairpin corners 
and the chicanes in the middle of the 
course, especially, will require all your 
driving skills. However, patience and lots 
of practice should pay off. 


S-8 Super licence final test 

You’re probably familiar with the Cite 
d’Azur course from Formula 1 games as 
It's )ust the Monaco GP track under a 
different name There's no doubt that 
this final test Is one of the most difficult 
challenges confronting you In GT3. Youtl 
need to drive a few practice laps to 
even come within striking distance of 
the time required for silver - not to 

mention gold. So take care to 

familiarise yourself thoroughly with all 
the tricky challenges posed by this tight 
city course. The first right comer behind 
the hill, the next right comer and the 
following hairpin bend, the entrance 
before the tunnel, the chicane after the 
tunnel, the left corner at the port and 
the two sharp right comers before the 
finish straight are all extremely testing 
parts of this track. 
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hut with our rundown of all the parts, 

TUNING J^r^ffects and'the varioussettings^you|ll soon be tinkering around li 


Some general points about tuning 

You'll find lots of tuning parts In the Tune Shop, all of which can b 
acquired and used to upgrade your vehicle. But take care: not all parts 
are Intended for all cars - and they wont benefit all cars equally 
Remember that the tuning parts are always tailored to the car 
currently selected. Although you can remove parts purchased for a 
specific vehicle, you cannot use them for other cars In your Garage, so 
make sure you know exactly what you're buying before you shell out 


You can acquire a total of 
44 tuning parts, divided Into I 
six categories: Suspension & I 
Brakes. Engine & Exhaust. 

Drivetraln, Tlirbo, lyre and 
Others/Rom. Once you've 
selected a part from a 
category, just press the ® 
button and the next screen 
will appear. As well as a brief I 
description of the part, you'll I 
find details on how the part I 
In question may Improve your 
engine performance (expressed In BHP). 

If you decide to go ahead and purchase the tuning part, you can 
have It Installed In your car Immediately, so you'll automatically benefit 
from Its effects during the next race. In the event that you already 
possess a similar tuning part leg. another Exhaust and Air Cleanerl 
the old one will be removed, and you can access It again by going to 
the Settings menu. Thus, you can decide before each race whether 
you'd like to try your luck with the Exhaust and Air Cleaner/Sports or 
the Exhaust and Air Cleaner/Seml-Raclng 

fbu should also remember that some tuning parts only reach 
their full potential In combination with others. For example, an 
Intercooler supports a Turbo Kit It makes no sense to Install a large 
exhaust such as an Intercooler In a car with a low-performance 
engine, which is a bit like sticking a rocket up a tortoise's arse... silly. 




Tuning categories and parts 

□Tuning part Here you'll find the precise name of the tuning part All 
tuning parts are listed In the sequence In which they occur In the game. 

□Approx price in Cr: The purchase price varies slightly depending on 
the vehicle To give you an Indication, we've listed a medium guide price. 
If you cannot find a price for a tuning part In the game, it could mean 
two things: 

1| This part Is generally not suited to your current vehicle 
21 You cannot yet install this tuning part, but must first create the 
necessary conditions with another tuning part 

□Settings possible: Certain settings can be made In respect of your 
vehicle after Installing some tuning parts. If this is the case, you'll find a 
Yes In the relevant column. 

□Removal possible: Most tuning parts can be removed again, if so 
required. This may. for example, be necessary If you would otherwise 
exceed the BHP limit qualifying you to enter a race. 

“X*" remar * s: We have used a star rating from one to five, to 
£dicate BHP or acceleration Improvement resulting from Installation of 
** °" e I*), indicates that the Improvement Is only 

SI ? Ve St3rS 1 . 1 lndicate that * ls t^lng part results In a 

sfenlflcant Improvement In some cases we have listed acquisition 
requirements In addition to the effects - Indicating for example, that a 
specific part Is only suitable for 4x4 vehicles. 


tuning part 

Simulation lyres 

Sports TVres 

Racing Tyres/Super Hard 

Racing Tyres/Hard 

Racing tyrevMedium Hard 

Racing Tyres/Medium 

Racing Tyres/Medlum Soft 

Racing Tyres/Soft 

Racing Tyres/Super Soft 

Dirt Racing Tires 


ENGINE AND EXHAUST 


tuning part 

Exhaust and Air Cieaner/Sports 


Exhaust and Air Cleaner/Seml-Raclng 2800 


■JJJ^Iemoval Effects and remarks 


Exhaust and Air Cleaner/Racing 


NA TUning/Stage 1 

NA Tuning/Stage 2 

NA Tuning/Stage 3 
Port Polish I ■ 

Full-Engine Balancing 


4600 No 

11500 No 

65000 No 

5000 NO 

10000 No 


Dlsp Increase 

Racing Chip 


8500 


No 


These tyres offer only slightly more grip, and are 
only suitable for professional drivers 

Tyres with a slightly better grip than your 
conventional tyres 

High-performance tyres with 1 out of 7 grip and 
7 out of 7 durability. Superbly suited to long races. 

High-performance tyres with 2 out of 7 grip and 
6 out of 7 durability. 

High-performance tyres with 3 out of 7 grip and 
5 out of 7 durability. 

High-performance tyres with 4 out of 7 grip and 
4 out of 7 durability. _ 

High-performance tyres with 5 out of 7 grip and 
3 out of 7 durability. 

High-performance tyres with 6 out of 7 grip and 
2 out of 7 durability. 

High-performance tyres with 7 out of 7 grip and 
1 out of 7 durability. Superbly suited to Normal 
races with a low number of laps 

A tyre offering a good grip especially on dirt roads. 
Necessary for rally races. 


Removal Effects and remarks 

possible 

Yss Horsepower (BHP) Increase: *. Especially suited to 

turbo engines The horsepower (BHP) increases 
thanks to the Exhaust and Air Cleaner. However, 
take care to also strengthen the engine - 
otherwise you will not be able to fully utilise the 
potential Exhaust performance. 

Yes BHP increase: ’. Especially suited to turbo 

engines The BHP Increases thanks to the 
Exhaust and Air Cleaner. However, take care 
to also enhance the engine - otherwise you 
will not be able to fully utilise the potential 
Exhaust performance. 

Yfes BHP Increase: \ Especially suited to turbo 

engines The BHP Increases thanks to the 
Exhaust and Air Cleaner. However, take care 
to also enhance the engine - otherwise you 
will not be able to fully utilise the potential 
Exhaust performance. 


BHP Increase: *•••*. In this regard, acceleration 
also worsens slightly. 

BHP Increase: *. The Polish increases the 
displacement, thus Increasing the horsepower 
BHP Increase: *. The engine weight Is balanced 
out thus Improving performance and, as a 
consequence, increasing horsepower (BHP). 

BHP Increase: *. By Increasing the displacement 
the engine performance Is improved, Increasing 
the BHP 

BHP increase: *. The engine control computer chip 
is replaced, thus Increasing the BHP. 


Timing part 


Turbo Kit/Stage 1 

Turbo Kit/Stage 2 

Turbo Kit/Stage 3 

Turbo Kit/Stage 4 


Intercooler/Racing 


Approx Settings Removal Effects and remarks 

price in Cr possible possible 




Horsepower (BHP) Increase: •••*. Although the 
BHP Increases, acceleration Is reduced. A Turbo 
Kit therefore only really comes Into Its own from a 
certain speed. 

BHP increase: •••*. Although the BHP Increases 
acceleration Is reduced. A Turbo Kit therefore only 
really comes Into Its own from a certain speed. 

BHP Increase:.Although the BHP Increases, 

acceleration Is reduced. A Turbo Kit therefore only 
really comes Into Its own from a certain speed. 

S”*"*.Although the BHP Increases, ' 

acceleration Is reduced. A Turbo Kit therefore only 
really comes Into Its own from a certain speed. 
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TUning part 

Approx 
price in Cr 

Settings 

possible 

Removal 

possible 

Effects and remarks 

y 

Suspension/Sport Kit 

3000 

Yes 

Yes 

Settings possible to the Damper and c 

Camber Angle. ( 

Suspenslon/Seml-Raclng 

7000 

Yds 

Yes 

Settings possible to the Damper, Camber ’ 

Angle, Ride Height Adjustment and Stabilizer. 1 

Suspension/Fully Customised Service 

15000 

Yes 

Yta 

Settings possible to the Damper (fine), 

Camber Angle, Ride Height Adjustment, 

Stabilizer, Spring Rate and Toe Angle. 

Sports Brakes 

4500 

No 

Yes 

Improves braking behaviour and reduces 
brake fade. 

Brake Balance Controller 

10000 

Yes 

Yes 

Settings to the Brake Balance possible. 


TUning part 

Approx 
price in Cr 

Settings 

possible 

Removal 

possible 

Effects and remarks 

Clutch/Single 

1500 

No 

Yes 

Improves the acceleration: *. Slight 
improvement to gear switching and thus to 
the vehicle's acceleration. 

Clutch/TWIn 

2500 

No 

Yes 

Improves the acceleration-. ”, Medium 
Improvement to gear switching and thus to 
the vehicle's acceleration. 

Clutch/Triple 

4500 

No 

Yes 

Improves the acceleration: •**. Significant 
improvement to gear switching and thus to 
the vehicle’s acceleration. 

Flywheel/Sports 

400 

No 

Yes 

Improves the acceleration:Vehicle's 
acceleration Improves, but Torque worsens. 

This becomes particularly clear on Inclines In 
the case of a low horsepower (BHP) engine. 

Flywheel/Semi-Racing 

500 

No 

Yes 

Improves the acceleration: ”. Although the 
vehicle's acceleration improves, the Torque 
worsens. This becomes particularly clear on 
Inclines In the case of a low BHP engine. 

Flywheel/Racing 

900 

No 

Yes 

Improves the acceleration: ••*. Although the 
vehicle's acceleration improves, the Torque 
worsens. This becomes particularly clear on 
inclines In the case of a low BHP engine 

Driveshaft/Carbon 

2500 

No 

Yes 

Improves the acceleration: Only for cars 
with FR and 4x4 drive The power 
transmission to the rear wheels increases, 
Improving acceleration and speed. 

Transmlssion/Sports 

5500 

No 

Yes 

Improves the acceleration: *; Increases the 
maximum speed: **. 

Transmission/Semi-Racing 

5500 

No 

Yes 

Improves the acceleration: **; Increases the 
maximum speed: *. 

Transmlsslon/Full-Raclng 

10000 

Yes 

Yes 

Settings possible to alter gear ratios. 

LSD/1 Way 

4000 

NO 

Yes 

Understeerlng reduces when accelerating 

LSD/1.5 Way 

4000 

No 

Yes 

Understeering reduces when accelerating but 

is only slightly reduced when braking 

LSD/2 Way 

4000 

No 

Yes 

Understeering reduces when accelerating 
and braking 

LSD/Full Customisation 

6000 

Yes 

Yes 

You can determine the attributes and effects 
of the LSD yourself. 







After acquiring a new tuning part. 

If s a good Idea to take your car for a 
test drive. Always take care to select 
the same conditions for this, eg one of 
the three Time Trials available in 
Machine Test Or you can go to My 
Home and select a Free Run. 


tuning part 
Ughtwelght/Stage 1 


Ughtwelght/Stage 2 


Llghtwelght/Stage 3 


Approx Settings 
price in Cr possible 


Removal 

possible 


■■■■■ 

AYC Controller 


Variable Centre Differential 


Tuning suggestions 

To ensure that you tune your 
vehiclelsl as effectively and 
economically as possible without 
Incurring unnecessary expenditure, 
we have listed below some 
examples of how you can achieve 
specific Improvements by tuning In 
this regard we have listed the parts 
in the most logical and typical 
sequence In which you can 
purchase and Install them. 

When looking through the list 
bear In mind that - depending on 
your car - you cannot acquire all 
parts. You should also remember 
that prices are only approximate, 
since costs vary slightly depending 
on the car in question. 

Don’t forget that you can also 
buy additional updates of certain 
tuning parts. For example, if you've 
earned out Ughtwelght/Stage 1. 
there's no reason why you shouldn't 
also carry out Ughtweight/Stage 2 
and Ughtweight/Stage 3. 

The same applies to Turbo Kits. 
NA Tuning and LSD. In fact in these 
cases there's no need to start with 
the lowest level: you can select a 
higher update from the tx 


Category 

Tuning part 

Approx price in Cr 

Engine & Exhaust 

Exhaust and Air Cleaner/Sports 

1500 

Engine & Exhaust 

Racing Chip 

1000 

Engine & Exhaust 

NA Tuning/Stage 1 

4500 

Turbo 

Turbo Kit/Stage 1 

4500 

Turbo 

Intercooler/Sports 

1500 

Drivetraln 

Clutch/Single 

1500 

Drivetraln 

Flywheel/Sports 

400 


Total cost 

14900 

■ TYPICAL ORDER OF TUNING PARTS 

■ FOR GOOD DRIVING AND STEERING BEHAVIOUR 

Category 

TUning part 

Approx price in Cr 

Engine & Exhaust 

Exhaust and Air Cleaner/Sports 

1500 

Engine & Exhaust 

Racing Chip 

1000 

Tyre 

Sports Tyres 

5000 

Suspension & Brakes Sports Brakes 

4500 

Suspension & Brakes Suspension/Sports Kit 

3000 


Total cost 

15000 

■ TYPICAL ORDER OF TUNING PARIS FOR 

■ IMPROVING ENGINE PERFORMANCE | 

Category 

TUning part 

Approx price in Cr 

Engine & Exhaust 

Exhaust and Air Cieaner/Sports 

1500 

Engine & Exhaust 

Port Polish 

5000 

Engine & Exhaust 

Full-Engine Balancing 

10000 

Turbo 

Turbo Kit/Stage 1 

4500 

Engine & Exhaust 

Dlsp. Increase 

8500 

Engine & Exhaust 

NA Tuning/Stage 1 

4500 

Engine & Exhaust 

Racing Chip 

Tbtal cost 

1000 flHI 

35000 


Effects and remarks 

improves acceleration: •. vehicle components 
not needed for a race are removed, thus 
rendering your vehicle lighter and improving 
acceleratloa Ybu must observe the sequence 
Stage 1, Stage 2. and Stage 3. 
improves acceleration: *. Vehicle components 
not needed for a race are removed, thus 
rendering your vehicle lighter and Improving 
acceleration. You must observe the sequence 
Stage 1. Stage 2, and Stage 3. 

Improves acceleration: *. Vehicle components 
not needed for a race are removed, thus 
rendering your vehicle lighter and improving 
acceleration You must observe the sequence 
Stage 1. Stage 2. and Stage 3. 

The turning motion of each tyre Is controlled, 
preventing understeering In comers. Settings 
possible to the AYC Controller. 

Only for cars with 4x4 drive: The turning of 
each tyre Is controlled, so that a 4x4 vehicle 
can be driven In a manner similar to a FF car. 


Category 

Drivetraln 

Drivetraln 


Others/Rom 

Drivetraln 

Drivetraln 


Tuning part 

Drtveshaft/Carbon 

Transmlssion/Sports 

Clutch Single 

Lightweight Stage l 

Flywheel Sports 

LSD 1 Way 


Approx price in Cr 

HMHHHI 

5500 

1500 

1000 

400 

4000 

14900 
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B YOUR VEHICLE’S 
SETTINGS 



Some general points about setdngs 

race In Gran Turlsmo mode, as well as. 
contrast to tuning parts. a Wn d 

reeved In their entirety, the 
ot tine tuning- Armed wtth amm^lMry screyrtmrer. 
you can adjust screws and valves to ensure mat you 
«r is effecttvely prepared lor the track ahMdJ 
you can improve certain driving teaturesandat the 
same time eliminate a few minor weaknesses 


However. ^tehTu^sh to change your car. 
of me direction ln JjJ*? p y ^ It)nHS tends to quickly 
Arbitrary fiddling w«h th«**™| ^ maKe a no te of 

original settings rpsoect of 18 vehicle 

»“ SS StSS Suspension. 

SCk« an^SeLROM. Ytiu general move 


•JSSSSIS can hSX slider to the left to 
^ n n^ecrease the setting When it comes to the 
o^trttina a visual helps clarify matters. After 
vou have changed your settings It Is vital you take your 
Vr 7 test drive. This should be done under the 


Settings Required tuning part 


Front and rear 
separately 


Setting Advantage 


Ride Height Suspension/Fully Customised 
Adjustment Service. Suspension/ 
Semi-Racing 

Damper Suspension/Fully Customised 

Service. Suspension. Semt- 
Ractng Suspension/Sport Kit 

Damper Suspension/Fully 

Bound Customised Service 


Damper 


Suspension/Fulfy Customised 
Service Suspenslon/Seml- 
Raclng Suspension/Sport Kit 

Suspension/FuMy 
Customised Service 

Suspension/Fully Customised 
Service Suspension/ 
Semi-Racing 


The car does 
not -bounce' 

The car is more 
stable on me road. 


Steertng behaviour 
becomes heavier. 

The car rolls to 
L me side 

The car rolls to 
l me side 


Hard 

Hard 


Small More stable driving 
on straights 

Small The grip on straights 
Is improved 

Soft The car does 
not bounce’ 


The car goes Into a 
spin easily In comers 

Steering behaviour 
becomes heavier. 


Steering behaviour The car 'bounces 

Is Improved. 

Spinning of the rear The car becomes 
In comers Is reduced, less stable. 

Steering behaviour The car 'bounces. 

Is Improved. 

Steering behaviour The car goes Into a 
Is Improved. spin easily In corners 

Steering behaviour The car goes Into a 
Is Improved spin easily In corners. 

Spinning of the rear The tyres lose grip. 

In comers Is reduced. 


Steering behaviour The car goes Into a 
Is Improved. spin easily In comers. 


Settings Required tuning part 


Front and rear Setting Advantage 
separately 


Setting Advantage 


Brake Balance Controller Tbs 


Weak The car skids less The braking effect Heavy The braking effect The tyres lose grip, 
when braking 


Settings., 
categories 
and options 

^ Settings: Here you'll 
find me precise name of 
me setting All settings 
are listed in me 
sequence In which they 
appear In me game. 

□ Required tuning part 

In order to carry out 
most settings, one of me 
listed tuning parts must 
be Installed In your 
vehicle Take a look at 
mis column to see which 
tuning part is required 


separately adjustable?: 

Most settings can be 
carried out separately for 
me front and rear of your 
car. This is Indicated by a 
•Yes' in me column. If mis 
is not possible It's 
indicated by a ‘No’. 

□ Setting: Ytiu generally 
move a form of slider to 
me right to enhance or 
Increase a setting 
Alternatively, you can 
move me slider to me 
left to lessen or decrease 
me setting 

□ Advantage: This 
column details me 
improvements resulting 
from the selected setting 

□ Disadvantage: This 
column lists any negative 
effects you'll find from 
me selected setting 


Settings Required tuning part 


LSD Initial LSD/Full Customisation 

LSD LSD/Full Customisation 


Front and re; 
separately 


LSD LSD/Full Customisation Tbs 

Decrease 

Gear Ratio Transmission/Full-Racing Yes 




Settings Required tuning part 


Down Force No specific part Is required; 

It simply depends on 
the vehicle 

AYC AYC Controller 

Controller 

Active Many cars have an ASM to 
Stability start off wtth. Ybu can switch 
Manager this function ON or OFF In 
me Options Menu. Ybu 
cannot buy an ASM. 

TCS Many cars have a TCS to start 

Controller off wtth. YOu can switch mis 
function ON or OFF in me 
Options Menu. Ybu cannot 
buy a TCS. 

VCD Variable Centre Differential 

Controller 







Advantage 

Disadvantage 

Setting 

Advantage 

Disadvantage 

Spinning of me rear 

LSD only comes Into 

Large 

LSD takes effect early 

The car goes into a 

in comers is reduced. 

Its own later. 


on; me position in 

spin easily in comers 




comers is Improved. 


The position in 

The car goes Into a 

Large 

Acceleration 

The car becomes less 

comers Is Improved 

spin easily In comers 


behaviour Improves 

stable on straights. 

lundersteering 
is reduced! 





More stable driving 

The car is unstable 

Large 

The car Is stable 

The position in 

on straights 

when braking 


on me road, even 
when braking 

comers worsens. 

The maximum speed 

The torque is reduced High 

The torque Is 

The maximum speed 

In me Individual 



increased, thus 

Is reduced. 

gears Is Increased 



improving me 
acceleration. 


[ Advantage 

Disadvantage 

Setting 

Advantage 

Disadvantage 

The maximum speed 

The car becomes 

High 

The car Is more 

The maximum speed 

Is increased 

less stable 


stable on me road. 

is reduced 

The car does not 
go Into an 
uncontrolled spla 

Worse steering 
behaviour. 

Heavy 

Steering behaviour 

Is Improved. 

The car goes into a 
spin easily In comers 

Ybu will 
have Improved 
steering behaviour. 

The car Is prone to 
going into an 
uncontrolled spin. 

Heavy 

The car does not 
go into an 
uncontrolled spin. 

The maximum speed 

Is reduced. 





Improves 

acceleration. 

The tyres are prone 
to wheelspin, thus 
losing their grip. 

Heavy 

The tyres have 
more grip. 

Acceleration 

decreases 

The engine's 
torque Is more 

Worse steering 
behaviour. 

Heavy 

Steering behaviour 

The car goes Into a 

effectively utilised 


Is Improved. 

spin easily In comers 


Save settings 

Settings made to your vehlclelsl are 
saved when you save your game 
normally. However, like race replays, you 
can also save settings separately on me 
Memory Card. Several settings can be 
saved In respect of me same car; me 
only limit Is the available space on your 
Memory Card. Remember, however, that 
the saved setting can only be loaded 
again for the car In question. 
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Examples of possible settings 

The driving behaviour of two Identical cars with the same tuning parts may differ 
greatly thanks to different settings. In Its original state - le, after the car Is bought 
or the tuning part Installed - a vehicle's settings are very balanced and stable. 
You'll have no problem going onto a track and achieving respectable lap times 
However, this driving behaviour does not reflect the potential lurking under your 
car's bonnet. In order to get me most out of your car, me vehicle’s settings 
should be tailored to the track and to your driving style. 


SETTINGS TO REDUCE UNDERSTEERING 


Category 


Suspension 

Brakes 

Drivetraln 

Drivetraln 

Rom 

Rom 

Rom 

Rom 


Setting 

Ride Height Adjustment Front higher than t 

Damper: Front harder than me rear. 

Camper Angle: Front larger than the rear. 


Brake Balance: Front stronger man me rear. 

LSD Acceleration: Reduce front and rear equally 

LSD Decrease: Reduce front and rear equally. 

Down Force: Front stronger man me rear. 


AYC Controller: Increase the figure. 


Active Stability Manager: Increase me level. 

VCD Controller: More weight on me rear tyres. 


Required tuning part 

Suspenslon/Fully Customised Service or Suspenslon/Seml-Racing 

Suspension/Fully Customised Service, Suspenslon/Seml-Racing or 
Suspension/Sport Kit 

Suspenslon/Fully Customised Service, Suspenslon/Seml-Racing or 
Suspension/Sport Kit 

Brake Balance Controller 
LSD/Full Customisation 
LSD/Full Customisation 
Vehicle-dependent 

AYC Controller 

Many cars have an ASM to start off wtth. You can switch mis function ON or OFF 
In the Options Menu. You cannot buy an ASM. 

Variable Centre Differential 


SETTINGS TO REDUCE OVERSTEERING, 


Category 

Suspension 

Suspension 


Brakes 

Drivetraln 

Drivetraln 


Setting 

Ride Height Adjustment: Front lower man the rear. 

Damper: Front softer man the rear. 

Camper Angle: Front smaller man me rear. 

Brake Balance: Front weaker man me rear. 

LSD Acceleration: Increase front and rear equally. 
LSD Decrease: Increase front and rear equally. 
Down Force: Front weaker man me rear. 


Suspenslon/Fully Customised Service or Suspenslon/Seml-Racing 

Suspension/Fully Customised Service, Suspenslon/Seml-Racing 
or Suspension/Sport Kit 

Suspenslon/Fully Customised Service, Suspenslon/Seml-Racing 
or Suspension/Sport Kit 

Brake Balance Controller I 

LSD/Full Customisation 

LSD/Full Customisation I 


Vehicle-dependent 


i 


Rom 

Rom 


Rom 


AYC Controller: Reduce me figure. 

Active Stability Manager: Increase me level. 


VCD Controller: Less weight on me rear tyres 


AYC Controller 

Many cars have an ASM to start off with. You can switch mis function ON or OFF 
in the Options Menu. You cannot buy an ASM. 

Variable Centre Differential 


Category Setting 

Suspension Spring Rate: Increase front and rear equally. 

Suspension Ride Height Adjustment Reduce front and rear equally. 

Suspension Damper: Increase front and rear equally. 
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Category Setting 

Spring Rate: Increase front and rear equally. 

Damper: Increase front and rear equally. 

Stabilizer: Reduce front and rear equally. 

Down Force: Front less than the rear. 


ROCKING FROM SIDE TO SIDE 


Required tuning part 
Suspenslon/Fully Customised Service 

Suspenslon/Fully Customised Service or Suspenslon/Seml-Racing 

Suspenslon/Fully Customised Service, Suspension/Seml-Raclng or 
Suspension/Sport Kit 

Suspenslon/Fully Customised Service or Suspenslon/Seml-Racing 

Vehicle-dependent 


Suspension 

Rom 


SETTINGS FOR BETTER DRIFTING, 


ir equally. 

Ride Height Adjustment Reduce front and rear equally. 

Damper: Increase front and rear equally. 


Required tuning part 
Suspension/Fully Customised Service 

Suspenslon/Fully Customised Service. Suspenslon/Seml-Racing or 
Suspension/Sport Kit 

Suspenslon/Fully Customised Service or Suspension/Semi-Ractng 

Vehicle-dependent 


Required tuning part 
Suspenslon/Fully Customised Service 

Suspenslon/Fully Customised Service or Suspension/SemHRadng 


Service. Suspenslon/Seml-Racing or 



Active Stability Manager: Reduce me level. 

VCD Controller: Less weight on me front tyres 


Suspension/Fully Customised 
Brake Balance Controller 

IlsD/FuII Customisation , — _ 

LSD/Full Customisation 

LSD/Full Customlsatjon____^ M ^^^^^ M |^ M jjjjJJ| 

Many car^have a TCS horn the start. You can switch this function 
ln the Options Menu.__ _ ^ ^ ^ ^ oNorOFF 


^ to cSot« ASIA- 

Variable Centre Differential 



jjj 301(10 SdlAUld : N0I1I03 ltflOldS E uoilblsAejd 














































































PlayStation.? SPECIAL EDITION: PLAYERS GUIDE 


^THE DFFORL GUIDE 





MIDFIELD RACEWAY 

Difficulty: * Entertainment: t0 the left and nudge 

Ttie first corner Is not as easy as ^ ^ |he )ong 

the brakes as you slide towards the^c corne r. Here y0U n nee d to 

straight.you'll come up against an jq bomb under the br | dgei 

brake hard when you Is the tough chicane. Take this as 

attKSS 'SRSmr* *» tte ™ and use ,he 

brakes to almost walk out of this tough section. 




Difficulty: * Entertainment: ★ 

This is a pretty simple track, and It's one that requires very few sudden movements Don't be afraid 
to take the comers hard and just keep a constant high speed around the two turns. Gently ease 
off the accelerator if you feel your car starting to slide a little, but do make sure that you hit the 
straights before your opponents If you want to win the race. 


SMOKEY MOUNTAIN 

Difficulty: * Entertainment: ★★★★ 

Quite an easy one to coax you Into the rally side 
of things, this, so just take it easy at first and you 
should be fine. Do watch out for the back end of 
the track though, when the comers will appear 
tougher than they really are because your car's 
bouncing all over the uneven road surface. 
Prewamed Is definitely forewarned. 




SWISS ALPS 

Difficulty: ★★ Entertainment ★★★★ 

The huge turn at the top of the track is going to 
cause the most worries here, so brake as you 
enter the first side of the turn and then let the 
back of your car swing out and around the 
corner. To get round the penultimate comer of 
the run. brake very early, head for the centre of 
the apex, and slow right down as you creep out 
of the other side. 


TRIAL MOUNTAIN 

Difficulty: ★ Entertainment: ★★★ 

Ybu should have a fairly trouble free run here - just watch out for the big 
right after the tunnel. You'll need to brake hard after the tunnel to make It 
through the first tough chicane - stay off the walls by braking then applying 
gas before slowing down through the walled bit. Quite easy really. 



TOKYO 
R246 

Difficulty: 

Entertainment 

Once you've taken the 
first bend, things start to 
get really taxing Move to 
the nght of the short 
straight and brake when 
you get to the first set of 
rumble strips. Now move 
left and hit the power 
Things should be a 
breeze now until the last 
comer of the lap, when 
you'll have to brake hard 
to the right of the corner, 
before pulling out at a 
steady pace 



ROME CIRCUfT 

Difficulty: Entertainment: ★★★ 


Make progress round the first comer by hitting the edge of the yellow 
boxes on the road and the kerb without really slowing down. It should 
now be a relatively easy ride until you reach the two right angles at the 
end of the course. For the first one, hit the brakes and turn In early, then 
adjust yourself to do the same move for the second comer. Y 
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LAGUNA SECA RACEWAY 


GRAND VALLEY SPEEDWAY 



you should be 


Difficulty: ** Entertainment: *** 

To get yourself round the first corner, look at the road markings, and slam on 
the brakes when you see the number '2' painted on the road. Next comes 
the corkscrew. This looks easy on paper, but Is actually a nightmare, so drive 
up the hill until you reach the crest. Now hit the brakes, while gently sliding 
to the right before hitting the gas to speed out. Finally, the blind bend at the 
end of the lap Is a nasty bugger, so you'll almost have to completely stop to 
get around It. Slam on the brakes and swing that baby around. 


Difficulty: Entertainment: ** 

The first corner can really hurt, so start by hitting the brakes early there. Then get ready for the 
whopping hairpin - you’ll need to brake hard and keep right around this one. Finally, you'll have to 
slam on full lock with your foot ever so slightly off the gas for the tunnel curve. 


TAHm CIRCUrT 


Jifficulty: ★★ Entertainment: ***** 

■he two tight turns at the end of the track may cause you a little 
rouble, so use the brake sparingly and practice powerslldlng through 
hese sections of the track. Keep your nose In and your rear out and 




sfC# 


jajja 


SPECIAL 
STAGE 
ROUTE 5 

Difficulty: ★ ★★* 
Entertainment: *★* 

A pretty simple track 
until you reach the large 
S-bend at the middle 
part of the course. To do 
this, brake when you 
make the second zebra 
crossing then hold on as 
you move left and ease 
out of the comer. Next 
comes the tight chicane 
- brake when you hit 
the last overhead sign, 
and then go very 



DEEP FOREST RACEWAY 

A difficult course In Inexperienced hands, youH^probabhMieed^^^^^^^^^^ 


SEATTLE CIRCUIT 

TraS and tuck tightly Into the bend. »u should 
now complete the lap with no problems at all._ 
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test course 

Difficulty: ... Enttruirment line * lut-out soeed 

This is dead easy Just follow tne goou car land Its 



apricot hill raceway 

"to** cause most putMems 

—-' — • »d It before hitting the gas pedal when you re in the 
at the end of the race can cause problems Brake 
t part of the bend and stay fairly narrow to get out 
■ scratches and bumps. 


clear. The last long ben 
and slide around the fn 



COTE D’AZUR 

Difficulty: ★★★★★ Entertainment ***** 

The top end of the track, with Its double S-bend, will cause the most problems 
here So go very slowly, starting from the left before tucking right, then crawling 
to the left as the corner forces you round. Stay left and ease across the apex 
of the last part of the corner. Things should be pretty simple now until you get 
to the opposite end of the track. Here, get round the bend by braking hard and 
late, then moving left and speeding yourself out of the bend and towards the 
end of the lap. 




SPECIAL STAGE ROUTE 11 

Difficulty: ***** Entertainment *★★★ 

Watch out for the huge S-bend about a third of the way through the course - you're best off aiming for 
the middle of the track, braking a lot, before hugging the right and then sweeping over to the left. Next 
comes the large chicane. This Is a right then left, so approach from the left hand side of the road, and 
ease through the middle of the comer before hugging the inside and then moving out wide to the right 
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THE CARS 


From the humble Mini to the throbbing metal muscle of the Skyline, there’s a motor here 
to suit all tastes. Choose wisely though, as a careless purchase could cost you dear. 


3.2 CLType-S (2000) 
Integra Type-R (1996) 
NSX (1993) 

NSX (1997) 

RS-X Type-S (2001) 



EEMHaj 

DB7 Vantage Coupe (2000) 
V8 Vantage (1997) 

V12 Vanquish (2000) 


Civic Type-R (1998) 

CRX L6 VT1 (1995) 

Integra Type-R (1998) 

NSX Type-R (1992) 

NSX Type-S Zero (1997) 
Raybrig NSX (2000) 

S2000 (1999) 

S2000 LM Race Car (2000) 
S2000 Mugen Tuned (2000) 
S2000 Type-V (2000) 


XJ220 Race Car (1992) 
XJ220 Road Car (1992) 
XKR Coupe (1999) 


Camaro SS (2000) 

Camaro Racer (2001) 
Camaro Z28 (1997) 

Corvette C5-R (2000) 
Corvette Z06 (2000) 
Corvette GrandSport (1996) 


PT Cruiser (2000) 

Viper GTSR Team Oreca (2000) 


Xsara Rally Car (1999) 


Cuore TR-XX Avanzato R (1997) 

Sirion X4 (1998) 

Viper GTS (1998) 

Viper GTS-R Concept (2000) 


■rmIE 

Elise 190 (1998) 

Esprit Sport 350 (2000) 
Esprit V8-SE (1998) 
Motor Sport Elise (1999) 


787B (1991) 

Demio GL-X (1999) 

MX-5 (1989) 

MX-5 (1993) 

MX-5 L8i (2000) 

MX-5 L8RS (1998) 

RX-7 LM Race Car (2000) 
RX-7 RS (1998) 

RX-7 RZ (2000) 

RX-8 (2001) 

Savanna RX-7 Infini III (1990) 

0600 (2000) 

CLK 55 (2000) 

CLK Touring Car (2000) 

SLK 230 Kompressor (1999) 


Coupe Turbo Plus (2000) 


Escort Rally Car (1998) 

Focus WRC (1998) 

GT40 (1966) 

GT40 Gulf Racer (1969) 
Mustang SVT Cobra R (2000) 



Accord Euro R (2000) 

Aria NSX (2000) 

Castrol Mugen NSX (2000) 

CMc SIR-H (1993) 




3000GT VR-4 luroo uwi 
3000GT VR-4 Turbo (1999) 

FTO GP Version R (1997) 

FTO LM Race Car (2000) 

Lancer Evolution IV GSR (1996) 
Lancer Evolution V GSR (1998) 
Lancer Evolution VI GSR (1999) 
Lancer Evolution VI GSR 
Tomml Makinen Edition (2000) 

Lancer Evolution VI RS (1999) 

Lancer Evolution VII GSR (2001) 

Lancer Evolution VII Rally Car 
Prototype (2001) 

Lancer Evolution VII RS (2001) 


400R (1996) 

GT-R LM Road Car (1995) 
Skyline GTR R-tune (2000) 

Skyline GTR S-tune (2000) 


200SX (1996) 

200SX Type-X (1996) 

300ZX Twin Turto 2by2 (1998) 
300ZX Twin Turbo 2seater (1998) 
Calsonic Skyline (2000) 

C-West Razo SiMa (2001) 

Loctite Zexel GTR (2000) 

Pennzoil NISMO GTR (1999) 

R390 GT1 LM Race Car (1998) 
R390 GT1 Road Car (1998) 

SiMa K’s 1800cc (1988) 

SiMa K’s 2000cc (1991) 

Silvia spec-R Aero (1999) 

Silvia Valletta (2000) 

Skyline GTR V-spec R33 (1997) 
Skyline GTR V-spec II R32 (1994) 
Skyline GTR V-spec R34 (1999) 
Skyline GTR V-spec II R34 (2000) 
Skyline GTS-tType-M (1991) 

Z Concept (2001) 


Astra Touring Car (2000) 
Speedster (2000) 

Calibra Touring Car (1995) 


Zonda C12 (2000) 

Zonda C12 Race Car (2000) 

Zonda S (2000) 




Impreza Sedan WRX SR 
Version VI (1999) 

Impreza Sports Wagon 
WRX STi (2000) 

Impreza Wagon WRX STi 
Version VI (1999) 

Legacy B4 Blitzen (1999) 
legacy B4 RSK (1998) 
Legacy Touring Wagon 
GT-B (1996) 


AJto Works SUZUKI Sports 
Limited (1997) 

Escudo Pikes Peak 
Version (1998) 


Falcon XR8 Race Car (2000) 


TOMMYKAIRA 


ZZII (2000) 

ZZ-S (1999) 

iTiTCE 

X540 Chaser (2000) 


Altezza AS2000 Lexus IS (19981 
Altezza LM Race Car (2000) 
Altezza RS200 (1998) 

Castrol Tom’s Supra (2000) 
Cefica GT-Four (1995) 

Celica SS-fl (1995) 

Cefica SS-H (1999) 

Celica Rally Car (1999) 

Corolla Rally Car (1999) 

Denso Sard Supra (2000) 
GT-One Race Car (1999) 
GT-One Road Car (1999) 

MR2 (1999) 

MR2 G-Limited (1998) 

MR2 GT-S (1998) 

Sprinter Trueno GT-Apex (19851 
Sprinter Tmeno GT-Apex 
Shigeno Version (2000) 

Super AutoBacs 

Apex MR-S (2000) 

Supra RZ (1997) 

Supra SZ-R (19971 

Yaris Euro Etftion (2000) 

ttris RS L5 (2000) 


3400S (2000) 

m? 7 (19961 

CeW^RDSports M |200Uf 

uin 4 (ijjv) 

RGT (2000) 



Griffith 500 (1998) 

Speed 12 (20001 

Cobra (1967) 

Tuscan Speed Six (2000) 

K223ZM 


CMc Type-R (1999) 

S2000 (2000) 

S2000 Race Car (2000) 

Astra Touring C& (20001 

Calibra Touring Car [19951 

VX 220(2000) 



lipreza22BSTl|1998i 

Impreza LM Race Car (1999) 

, mpre za Rally Car (1999) 

impreza Rally Car Pmtotype(2Wl) 

Impreza Sedan WRX STI (2000) 

%» Cup Car | 2 wui 

New Beetle (2000) 

New Beetle Cup Car 12000) 

New Beetle RSr (2000) 
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__ # most for your money, 

. . m campaign is to learn h0W J° following five tables 

One of the tricks tor a ‘uccessfuj ^ ^ when you first starto -(engine performance per 

SS353S?SStfEssaw**®- 

best price to performance ratio for 

Rank Car 

Mj/cIj MX-5 (1993) 

Mazda MX-5 |19«9) 

Chrysler PT Cruiser 
Daihatsu Sirion X4 

Toyota Sprinter TYueno GT Apex (1985) 

Tbyota Ybris RS L5 
Mazda Oemio GL-X 

Volkswagen New Beetle 


Toyota Yiris Euro Edition ” 

Suzuki Alto Works SUZUKI Sports United 4WD 


BEST WC£ TO PERFORMANCE RATIO FOR 


4WD 


1 Mitsubishi Lancer Evolution VII GSR 

Subaru Impreza Sedan WRX ST1 Version VI 4 WO 
Subaru Impreza Sports Wagon WRX STI 4WD 
Mitsubishi Lancer Evolution VI RS 4WD 

Subaru Impreza Wagon WRX SO Version VI 4WD 
Chevrolet Camaro SS FR 

Mitsubishi Lancer Evolution VII RS 4WD 

Subaru Legacy Touring Wagon GT-B 4WD 

Subaru Legacy B4 Biitzen 4WD 



16900 

17000 

17980 

13900 

13550 

14530 

14660 

15930 

12280 

12220 



29980 

29190 

29980 

25980 

29190 

29530 

25180 

29330 

30000 


Max Power (BHP) 

276 

276 

276 

276 

276 

276 

276 

276 

276 


r PRICE TO PERFORMANCE RATO FOR 

CARS UP TO 50000 CR. 

Car 

Drive Type 

Price in Cr. 

Max Power (BHP) 

Subaru Impreza 22B STi Version 

4WD 

50000 

267 

Tbyota Supra RZ 

FR 

44800 

276 

Mazda RX-7 Type RZ 

FR 

39980 

276 

Chevrolet Corvette Grand Sport 

FR 

40010 

330 

Mazda RX-7 Type RS 

FR 

37780 

276 

Renault Clio Sport V6 24V 

MR 

43400 

226 

Mitsubishi 3000GT VR-4 TUrbo (1995) 

4WD 

43230 

276 

Mitsubishi 3000GT VR-4 TUrbo (1999) 

4WD 

43230 

276 

Nissan 300ZX TWin TUrbo 2X2 

FR 

43980 

276 

Mitsubishi Lancer Evolution VI GSR Tbnrwni 

4WD 

32780 

276 

PRICE TO PERFORMANCE RATO FOR CARS UP TO 100000 CR 



Car 

Drive Type 

Price m Cr. 

Max Power (BHP) 

Lotus Motor Sport Elise 

MR 

100000 

200 

TVR TUscan Speed Six 

FR 

80780 

359 

Dodge Viper GTS 

FR 

78680 

449 

Honda NSX Type-S Zero 

MR 

98570 

276 

Honda NSX Type-R 

MR 

99570 

276 

Mercedes-Benz CLK 55 

FR 

93110 

347 

TVR Griffith 500 

FR 

62410 

340 

Acura NSX (1993) 

MR 

99570 

276 

Acura NSX (1997) 

MR 

94790 

289 

RUF3400S 

MR 

76740 

305 


BEST PRICE TO PERFORMANCE RATO FOR ALL CARS. 

Rank Car 

1 Suzuki Escudo Pikes Peak Version 

2 Panoz Esperante GTR-1 

3 Tickford Falcon XR8 Race Car 

4 Gillet Vertigo Race Car 

5 Chevrolet Corvette C5R 

6 Tbyota Castro! Tom’s Supra 

7 Honda Castrol Mugen NSX 

8 Lister Storm V12 Race Car 

9 Nissan Pennzoil NISMO GT-R 

10 Jaguar XJ220 Road Car 


Drive Type 

Price in Cr. 

Max Power (BHP) 

4WD 

1000000 

981 

FR 

2000000 

588 

FR 

1500000 

599 

FR 

1200000 

419 

FR 

1000000 

620 

FR 

125000 

463 

MR 

125000 

473 

FR 

1198000 

593 

FR 

785000 

493 

MR 

780000 

516 
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YOUR GAME STATUS 

YOU can call up your Game Status in My Home (in Gran TUrismo mode). 
Take a look at It to find various details, including a percentage figure 
with the note ‘Complete’. 

The Complete’ percentage figure represents the number of License 
Tests, races and other challenges, which you have already mastered. To 
achieve 100 percent, The individual criteria are: 

■ Passing the 48 License Tests - regardless of whether you take home 
gold, silver or bronze. 

■ Achieving first place in all races in Gran TUrismo mode. 

■ Achieving first place in all 36 Single Races in Arcade mode at 
difficulty level Hard. 

■ Achieving first place in all ten Time Attacks in Arcade mode. 



BONUS CARS FOR SPECIAL ACHIEVEMENTS 

The following two tables illustrate how you get bonus cars for special 
achievements. For your information, Arcade mode bonus cars are only 
available in the Arcade mode. For the bonus cars obtained in the Gran 
TUrismo mode, you can also access them in Arcade mode via the Lead 
Garage menu. You obtain additional bonus cars in the Gran TUrismo 


mode races. We’ve had a lot of interest in the so-called ‘FT cars. They’re 
not FI cars at all - you’ll find them under Polyphony Racing Cars. The 
Polyphony Racing Cars are of particular interest because they've been 
specially created by the programmers as outrageous racing machines. 
They're so secret that even if James Bond was a racing driver the hapless 
spy still wouldn’t know about them. 


BONUS CARS FOR GRAN TURISMO MODE llllfllllllllff 


Obtain gold in all Domestic A License Tests. 

Obtain gold in all Domestic B License Tests. 

Obtain gold in all International A License Tests. 

Obtain gold in all International B License Tests. 

Get gold in all Rally License Tests. 

Obtain gold in Special-Level License Tests 
Reach 1st Place in all Beginner League races. 

Reach 1st Place in all Amateur League races. 

Reach 1st Place in all Professional League races. 

Reach 1st Place in all Professional League races. 

Reach 1st Place in all Endurance Races. 

Achieve a Complete Game Status of 50 percent. 

Achieve a Complete Game Status of 75 percent. 

Achieve a Complete Game Status of 100 percent. 

BONUS CARS FOR ARCADE MODE 

When you reach 1st Place in all Time Dials in Arcade mode. 


Mazda RX-8 
Mazda MX-5 1.8i 
Aston Martin Vanquish 
Nissan Z Concept 

Subaru Impreza Rally Car Prototype 
Dodge Viper GTS R concept 
Mitsubishi Lancer Evolution V GSR 
Chrysler Viper GTS R Team Oreca 
Polyphony Racing Car 
Suzuki Escudo Pikes Peak Version 
Polyphony Racing Car 
Chevrolet Corvette C5R 
Mazda 787B 
Polyphony Racing Car 



Reach 1st Place in all A-Area courses in Normal mode. 

Reach 1st Place In all B-Area courses In Normal mode. 
Reach 1st Place In all C-Area courses in Normal mode. 

Reach 1st Place in all D-Area courses in Normal mode 

Reach 1st Place in all E-Area courses in Normal mode 
Reach 1st Place in all F-Area courses in Normal mode. 
Reach 1st Place in all A-Area courses in Hard mode. 
Reach 1st Place in all B-Area courses in Hard mode. 
Reach 1st Place in all C-Area courses in Hard mode. 
Reach 1st Place in all D-Area courses in Hard mode. 
Reach 1st Place in all E-Area courses in Hard mode. 


Mazda MX-5 (1989) 



Lancia Delta HF Integrate Rally Car 
Gillet Vertigo Race Car 

Pagani Zonda Race Car 

I Nissan R390 GT1 LM Race Car and Panoz Esperante CTM 


. ___I I 
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TOP 

TIP 



It up with limited fuss 
always hit big jump* 
with big tricks. Push 
the Analogue stick 
diagonally for Misty- 
style flips and get in a 
grab or two. Don’t 
fuss about on the flat 
doing silly 360 twists 
for one measly boost 
point - you'll only end 
up scuffing one and 
falling. Grinds are a 
great way to build the 
bar on the move. If 
you've got boost 
stored, use It There 
are lots of easy jumps 
to top it up. Winning a 
qualifying race 
guarantees a full 
boost for the next 


AIM OF THE GAME 

It’s a snowboard racing game with a light sprinkling of Tekken. Victory by any means 
possible As you'd expect of such a title, the gameplay Is instantly satisfying but 
achingly deep. The mighty challenges never seem unachievable because you'll 
Improve with every single go There's so many secrets to discover that you wont rest 
until you've unlocked everything the game has to offer. So. you'll be wanting to know 
where to start 


WORLD CIRCUIT 

Feeling the need for speed? Then get stuck Into the races. Starting on the Snowdream 
course you've got to finish third or better In two qualifying rounds to reach the final. If 
you hit the top three again, you'll earn a medal and. gerrin'm son. a new course. Good 
performances gain experience points to Improve your rider's abilities Ybu'll also win 
new boards to suit the different types of courses - from snub trick boards to lengthy 
slalom monsters But get Gold on every track and your character still worn have 
reached the title of Master What could be left? 


SHOW-OFF 

Trickier than David Blaine, less forgiving than Anne Wlddlcombe - this Is where SSX 
experts really test their mettle Re-vtslt the courses to reach hi-score targets against 
wicked time limits It's an Immensely satisfying premise. To score big you have to 
collect the snowflakes dotted about the levels They multiply your trick score 
according to the difficulty of reaching them Yellow snowflakes appear near small 
lumps and will double your score. Orange flakes Involve tougher lumps but triple your 
scores As for red snowflakes, you'll spot them 100 feet above you and curse the sick 
puppy that put them there They look unreachable. They're not let us show you 



ZStS. S i S53&3J SSytZXS* 


Racwi meets trtck-graMmg action In SSX where speed Is one tiling but skll 
w» me slippery Doan, is lust as Important Vsysmootb. wy M.and 
fantastic two-player mode, this Is the best snowboarding game ever 
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The longer you hold lump, the further you travel The 
longer you press the Analogue stick, the faster you 
rotate Line up early for big lumps and don't be afraid to 
stop boosting or leaning Into the slope while you get 
things right Release the pre-wind sooner than you think 
or you'll miss the vertical boost off the curve of the 
ramp it'll be too late to release the pre-wind In mid air. 
Don't forget that a poorly aligned pre-wind can be 
cancelled by pressing L3. 

REMEMBER: Pre-wind early, release early. 


Press B to return to the track when you're stuck lost 
off-piste or Jammed behind a rock It costs a few 
notches of your adrenaline bar, but the time penalty Is 
negligible, so don't be shy. It's especially useful when you 
fall down a ravine. If you were more than halfway over 
the gap before you fell. 9 will magically leap you to the 
other side 

REMEMBER: Get stuck: press 9. 


|| 11 

As a general rule, you should always be pushing 
forwards to max out your speed from the slope It results 
In slightfy limited turning control so beware on Ice, 
concrete and super-tight bends, where you need all the 
edge you can get Soft powder and Impact landings are 
the other exceptions. 

REMEMBER: Max speed: push forwards. 


Ybur pre-wind will largely determine your flight through 
the air. but you can keep pressing In the required flip 
direction to really push your tricks to the limit it can be 
the difference between a single or double flip. 

Conversely. If you look like landing on your head, use the 
Analogue to straighten things out then release your grip 
and float home Always stop rotating the pad when 
you’re happy with your trick 
REMEMBER: Keep spinning, keep pushing 


ITS often preferable to lean back for really big landings. 
The tall of the board Is very flexible and will absorb 
unbelievable Impacts. This Is especially true for ice and 
powder hits, leaning forward will Just send you arse over 
elbow Don't forget you have a limited ability to rectify 
your body shape In the air after a pre-wind Keep 

«ck to create a flat-bellied and 

REMEMBER: Big drop, stable board. 


The four shoulder buttons access different grabs and @ 
Is used to tweak them out further. Use In combination to 
score big Press cd. cn. n>. id and then @ to unleash a 
sequence of grabs resulting In a tweaked Experimental 
Air. Don! rush It - push one button, wait for the grab to 
appear, press the next and wait for the other, and so 
forth. The full list of button combinations are In your 
trick book Don't be afraid to try experimental combos. 



Grinds require careful alignment with the rail, so slow 
down and shape up carefully. You can usually ride 
straight up them without Jumping It's often advisable to 
use adrenaline boosts as they Increase your stability. 
Balance can be corrected with subtle flicks of the 
Analogue pad. A neat trick Is to perform a 90‘ |ump onto 
a board slide, you've got a bigger surface to land on and 
less chance of falling Hold pre-wind while on a rail to 
prepare a leap between broken sections. 

REMEMBER: Slow approach, quick grind. 


| | l | 

Flick the right Analogue In the required direction to flick 
out an arm. Yes, It's always satisfying to clonk an elbow 
Into Jurgen's nose, but. as a general rule, only use 
punches If someone stumbles Into a prime position. You 
can whack people In mld-alr too. 

REMEMBER: Punch fast, ride past. 



Quite simply, the more you win, the better your boards 
get Just keep picking the latest model for each new 
level. Keep an eye out for the doofus slalom boards - 


they're only suitable for people who want to race straight 
and fast and are generally hopeless for spin tricks. It 
should go without saying that mlnl-trlck boards are the 
only choice for the Show-off levels. 

REMEMBER: Your style, your choice. 


It s worth remembering the position of speed boost 
Icons as they really give you a helpful shove. Always 
keep your eye out for trick Icons near huge jumps so 
you can maximise your points and boost your 
adrenaline bar. Once again, don’t get obsessed about 
hitting them - a wild veer towards an Icon could cause a 
self-defeating wipeout 
REMEMBER: Eyes wide, faster ride. 


55X 



O SSX LOGO SMASH 


Cut comers by smashing through the glass SSX signs - this Is the best example. Hint line up carefully, 
pre-wind longer and hold down an adrenaline boost as you jump. A peachy leap can really save time, 
rt you look like missing a lump, try a cheeky front flip. These are very useful as you tend to be pushing 
forward most of the time anyway. 

■ Risk: 2 ■ Return: 4 (out of 10) 

JP: A confident, straight line with plenty of boost 
ave you through this SSX nice and easily. 






© RED RAIL GRIND 

After the silver rails, cut In towards the intersection and grind the big red rail 
Keep boosting for a huge leap and to stabilise the impact 
Risk: 3 ■ Return: 6 (out of ten) 

STRAIGHT, NO CHASER: Avoid catching GOLDEN GRIND: Plenty of speed w 
the bollards on the left and right - mean an effortless glide to the en< 

they'll mess your run up. Don't forget to land, though- 




EXTENSIONS: Unking grinds and air is essential to maintain both your 
adrenaline bar and momentum. _ 


TOP 

TIPI 


get a turbo start or alternatively. 
Just press forward. The result's 


©SILVER RAILS 


Grind the silver rails near the bump 
jumps to gain big speed. Don't forget 
to make the jump between the gap 
In the middle - this'll give a high- 
scoring combo and do your 
adrenaline bar no end of good. 

■ Risk: 3 ■ Return: 6 (out of ten) 





S3. end ,or a ipeedy grind 

Risk: 3 Return: 5 (out of ten) 



_ ! ^| _ 

ANGLE GRINDER: It's the quickest route rhwOARS: Rails In deep powder are there to give you a boost so loo 

lurfuiMn two points, so use the rails wisely. SUDING PHWUAro. n 
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r>SSX CORNER JUMP 

iro-wind. Tho bolt short-cut llos over the double w oamo 
itiiblllso, loaning slightly bach, tor a big Impact. 

I Risk: 2 ■ Rotum: 5 (out of ton| 



INTO THE ABYSS: Ybp, qulto a drop on 
tho othor sldo. Aim for powdor, 
othorwlso It's a hard rock sandwich. 


BREAK ON THROUGH: Crash 
spoctacularty through, but romombor to 
stoady your board for landing. 


iSSX SMASH TO CUFF JUMPS 

bi>A .It.-.«."ich«Kp.ln.,V.U1I 


^v;X blVIAOrl * V* ~ rheckoolnt you'll spot an SSX barrier loading off- 

1t t0 skip a third of tho course? Just after ,h ® » ocon . d m C ' 1 “n^ 'asUho trees. A stoady landing Is essential 
o Into the powder. Follow It arching oar1y on tho slope of the ramp - you 



DUKE OF HAZARDS: Stool yourself for somo 
consocutlvo leaps of considerable size. 


INBETWEENIES: Don't forgot to got tho tricks In whllo 
you’re off tho ground. 


DOWN TO EARTH: Mako it all tho way and you'll bo way out In front of tho chasing pack. 


© SIGN JUMP 


©GLASS WALLS 


Shortly aftor tho SSX barrlors abovo, you reach a similar bond with huge billboard signs. Uno up oariy and hit 
a big front flip - you'll sail past tho boards and miss a largo winding soctlon of track. In Show-off rnodo, tho 
samo leap can nab you a rod snowflako - try grinding tho billboards. 

■ Risk: 3 ■ Rotum: 6 (out of ton) 



SIGN UP: Got onough air and you can ovon throw In a chooky grind off tho top of tho billboards. 


Thoso hugo glass barrlors can mako or 
break a raco. Approach tho bank walls 
at an anglo just off vortical and Jump 
oariy to sail ovor tho bars. 

Altomatlvoly, uso adronallno boosts to 
glvo you an oxtra push. Land and cut 
gradually Into tho noxt bank for a 
frosh loap. Koop tho motion smooth to 
travorso In an S-shapod pattern from 
wall to wall. It's posslblo to rldo along 
tho bank walls and bypass a barrlor or 
two, but you'll ovontually bo forcod 
down by obstaclos. It's somotlmos on 
advantago to follow your rivals 
through this soctlon - thoy Invariably 
smash a fow panols and cronto a 
direct path. In Show-Off modo tho 
orango snowflnkos In this area could 
not you upwards of 30,000 points. 

■ Risk: 5 ■ Rotum: 10 (out of ton) 



KEEP OFF THE GLASS: Crashing through 
will cost you time. 


SSX 


MERQURY CfTY MELTDOWN 


T0P 

TIP! 



WATCH REPLAYS 
Study your replays to look for 
posslblo short-cuts or 
Improvements to your approai 
Tty watching a rival's raco to 
I stoal somo Ideas. 




STUCK IN THE MIDDLE: Stay central, as the rail won't be vis** unt* you o 
yoursolf to tho loap. 

©CHEEKY RAIL LEAP 

™. i*«.««* spo> #•«< 

move In. Leap tho first gap with |ump atone **,1 the path ahead 

boosted leap to accommodate d the short from 

hut sneaky rails link the two board slide Jump to increase 

the left or right to make the grind |n^ybeu«e a at a giant 

your sliding areal. Ybull smash through anoowr * practice 

doughnut. Pop through lt« hot, a nd k*poh ^ 

but will ro-doflne your notion of impossibility Be spneo 
■ Risk: 8 ■ Return: 10 (out of ten| 


REDUCE SPKO NOW First place 
doesn't always rely on flat-out 


OSSX HOUSE DODGE 


Shortly aftor tho doublo rails, you'll soo a distant SSX barrlor on your right Smash It. and locate tho gap on tho 
loft of tho buildings. Follow this routo until a thin path appoars on your right. Slow down and align carefully, 
bocauso a collision can causo all sorts of troublo. A nlco slmplo short-cut. 


©MENTAL 


This Is tho big ono. Spot tho car park ontranco between the track barriers and 
movo In. Loap tho first gap with jump alono - no boost. Tiro second leap needs a 
boosted leap to accommodate tor tho short run up. Ybu won't see the path ahead 
but sneaky rails link tho two buildings. Align yoursolf a third of a path width from 
tho loft or right to mako tho grind (maybo uso a 90' board slide jump to Increase 
your sliding area). You'll smash through another building, emerging at a giant 
doughnut. Pop through Its holo and koop on grinding This takos somo practice 
but will ro-doflno your notion of Impossibility. Bo inspired. 

■ Risk: 8 ■ Rotum: 10 (out of ten| 

GAP AD. toko a right turn |ust before MULTI-STORY:... and folow the car park 
tho vlslblo yellow chovronod fencing... down towards the exit, you'll travel over 
tho concrete easily. 


N TOWN: Tho winding urban sotting Is worth oxploring Thono'ro somo hlddon paths« 


n almost ovory corner. 


> OFFICE RAIL GRIND 


r vrni/Li rvniu uiimv 
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I BOARD JUMP 

The trick boards are ace tar the 
1 Show-off levels, and surprisingly 
handy tar racing on the Tokyo 
Megaplex as well. 


TOP 

TIP! 


©SECOND BEND JMP 

. - _ a umi'll <not a rickety ‘Dar 



OStOUIMU anee , fenceint he background. To reach it. boost and 

Shortly before the second bend, you’ll spot a rickety DWfif'1* a lightly marked path. Stay on 

fumpwell before the apex of the bend You " ^nd the log It’ll save time or snatch you a 

orange snowflake). Your rivals should be way behind 
■ Risk: 3 ■ Return: 7 (out of ten) 



CRUMBLIEST AND FLAKIEST: This CRASH TEST DUMMY: The 
short-cut has a high scoring return ramshacklejence offers Iff", 
in Show-Off mode. 


resistance if your speed is up. 


INTO THE TREES: The path is 
heavily wooded, so keep an eye 
out for stubborn trunks that’ll halt 
your progress. 


©SSX HIGH FLIP 

need to release a boosted fr 
a neat time-saver. 

■ Risk: 3 ■ Return: 5 (out of ten) 


p. The result is a cheeky orange snowflake and 



THAT'S THE BREAKS: You’ll find ’flake multipliers above SSX signs, so try to 
clear obstacles with a high jump. 



just after the first checkp^. y^l ^ » roclQF Into towards the wooden 
bandstand above. Mm ,or ** J^Kem skid hard and turn back towards the 
panels in the floor below. ^ You .„ drop into a mine shaft and 

panels before you get caught onMfte 1 sho rt distance you’ll be called 

can grind the rails to pick up hu 8 e S P^ A J essentia | not to boost, just make a 
upon to leap the broken the walls. If you make it, boost like 

smooth jump or you’ll overshoot a _nd clatter tne ^ ^ ^ majn co(jrse 
mad and steady a huge pre-vrind the tonne P the brjdge , eap as y0 u 

with an orange snowflake on offer. Don t worry n y 
can continue on the slower path below. 

■ Risk: 3 ■ Return: 8 (out of ten] 



SNOW GO: Keep your speed down as HOLY RAIL The tracks might be busted, 
the entrance to the mine comes up but they’ll still give you a lon g 8^ n 

quickly, you don’t want to hang around, with plenty of chance to multiply. 


©CHECKPOINT 

Huge winding rails enclose the paths after the second checkpoint, making your 
way down them can be time-consuming Don’t feel obliged to obey their path. 
Front flip over the rails and aim for the yellow snowflakes. With careful 
positioning your landing will hit a rail below and provide a speed boost. 

■ Risk: 2 ■ Return: 6 (out of ten) 



GRABBING HANDS: With big air always try to maximise the multiplier by squeezing 
lots of grabs In. 


SSX 



TOKYO MEGAPLEX 





^ ~ l| 

' ' • 

MEGAPLEX 

JAPAN 

3* 7» Norm 

114X0 taa 

tench 1300m 

SUPER EXPERT 1 

Short-cuts are few, obstacles are plenty. As long as you | 

stay out of trouble and use the pinbaR switches carefuty. k, 
k a Gold medal is assured. 


1 RECORDS 

■ WSIESTTWfc 

5| 03-1*23 



©PRE-WIND INTO FAN 

because space is tight. Wily players will land on the rails for a speed-boosting 
grind In Show-Off mode, It’s essential to pre-wind and release a spm before you 
hit the tunnel to really max out your scores - once again, dlagonj twisting tricks 
score highest. A rail landing will grab point-multiplying snowflakes. 

■ Risk: 2 ■ Return: 6 lout of ten) 


©GREEN SWTCH HIT 


The huge pinball bumper posts can really screw up your racing fine, so why not 
switches? The green switch shown here removes the whole section before you. Use the open 
even more tricks. This is essential in Show-Off mode. 

■ Risk: 1 ■ Return: 7 lout of ten) 

POINT AND CLICK: The forest of bumpers will 
seriously hamper your progress. 




©GET RED WITH SWITCH 


DROP-IN CENTRE: Coming out of air In the right place can make the difference 
between Gold and Silver in Show-off. 

©JUMP TO FAN BOOST 

Immediately afterwards, you’ll spot a green Jump ramp l" 8 ‘nd^^eT^st 

as usual and crash 


Instead of leaping onto the panelled glass roof wthi the S 

track. Weave through the bumpers as IgHun* to crash mm* 

the pressure off. 

■ Risk: 3 ■ Return: 9 (out of ten) 

PUSH THE BUTTON: There’re plenty of on/off switches be a 

in Tokyo Megaplex- 

■ 


fan. Align carefully ana doosi jump «» ...»»*.= --■■ J . H „_, thlptv ride 


over the blue switch before the ramp to disable the fan. Jump a 
into the short-cut tunnel below. 

■ Risk: 2 ■ Return: 5 (out of ten) 



BLOW UP: As well as causing pain, the 
courses can also lend a welcome 
helping hand. 


HOW HIGH?: With the fan on you can 
make the most of the air time. 



JNTOTNE RED Theses the t*^t, « you* ® «* 
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ALOHA ICE JAM 





OSSX BARS 


ZZJzZS. ... « —■« .——- *— 

Thko thorn. 

■ Risk: 2 ■ Rotum: 6 |out ol ton) 



OBIG TIP 


Dodgo ttio bollard that moves loft and right to ontor the glass tt 
allows you to launch a hugo boostod Jump Into a tunnel doop b< 
Jump awaits you. Looks groat, saves tlmo. 

■ Risk: 3 ■ Rotum: 7 (out of ton) 


»L A pnoumatlc Jump pad pops up and 
v - whore another trick boost and moga- 



© ravine rail cross 

. u ..n r ...... «h “^no" «, 

perform XjC '^should land" onto « bo.rd.lldo over tho ravine. Tough, 
but you'll look tho buslnoss. 

■ Risk: 6 ■ Rotum: 7 |out of ton| 



GOING DOWN: Always romombor that 
tho most obvious routo Is not always 
tho qulckost. 


ABOVE THE RIM: Gottlng high’s a top 
way of appreciating tho coursos 
dynamics - Just look at that grandstand. 


OSSX LEFT TUNNEL 

boost at tho bottom. 

■ Risk: 1 ■ Roturn: 5 (out of ton) 


OFF THE WALL- Hold on to your lunch, you'll bo FREE FALL No parachute availablei for this routo. 

dropping down onto a shoor snow slopo... unfortunatoly. Nlco fireworks, mind. 



THAT WAY INCLINED: This Is about as stoop as It gets on tho Aloha course, so make the most of the rido. 



SNOW DROP: You’ll build up somo foarsomo speed on this shoor downward slopo. 


SPOT ON: Miss tho grind and you’ll 
find yourself at the bottom of a 
rather nasty ravlno. 


ssx 


PIPED FtEANI 


£ 


T0P 

TIP! 


SHOW HINTS 

Entor Options from tho main 
menu, hold all four shoulder 
buttons and press <0>,<8>,<8>,(8>><8>- 
Disable tho hints list by ropoatlng 



©RED LOOP 

If you miss an opportunity to score big, you'll never got tho Gold. Fact Ybu need to hit tho 360' rail loop near 
the start lino to got a hoad start. Voor right (or loft) after tho start and slip Into one of tho branching paths 
Follow thorn to tho courso wall, sneaking In a quick Jump or twist on tho flat to gain somo boost. Thon turn 
loft noar to the right-hand sldo wall, kooplng an oyo on tho loop bonoath. Don’t scream downhill but edge 
alnuorlv towards your targot to onsuro careful alignment. TVy to hit tho rail slde-on and koop correcting your 
path throughout tho loop - uso that boost to lock you In position. Leap off and claim 25,000 points plus. 

■ Risk: 2 ■ Roturn: 8 (out of ton) 






©MEGA SWITCH SECRET 

This Is as obscure as things get- Head down the first track section unc 
the back-to-back vertical-drop wafc. You need to be headbig In from the he 
right-hand side near the wall Boost a front ftp to Ml the vertical wa« near i 
top - the camera will reveal a black teddy bear icon on the w* oppose* 1 
down the wall and front-flip onto the teddy which wft t is ap pe ar Continue 
usual to the next section and head to the upward* raA on the tar left tide I 
up the rail to hit a blue tunnel emerging on top of some escefter* ice trick I 
Spend a minute here doing had-pipe style «p*. leave the bowl using the ts 
alone, and Jerk the Joypad as you leave the Ip Keep drtftng the K ~* —" 
magically disappear Now all you've got to do Is ssevive the won 
1 Risk: 6 ■ Return: 9 (out of ten) 

ANTI-GRAVITY: Start your impossible 
mission by boosting up the pipe... 


HONEY NUT LOOPS: This all doponds on tho run-up to tho rail as weTvc sakd arid Its lmportaiit that youve got 
enough In tho adrenaline tank to got you all tho way round without dropping onto your hea 


0 LAST MINUTE TRICKTIP 

> 1 J _ t sL. SmmL nnrf sro chnil of VOUT DO 


If you’vo reached tho ond of tho track and areihortofyour Aslope. Keep alternating this 

the orange snowflake Ilk. a half pipe upward, of 40,000 point, 

motion, pulling tricks at tho apox of both slopes. Koop your lingo 
could bo yours - the difference botwoon modal placlngs. 

■ Risk: 2 ■ Rotum: 7 (out of ton) 
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AIR FUCK: The amount of drops gives you plenty of 
time to experiment with grabs. 






COmPLETE GUIDE 

gjpD|N^CK] 




— 


OCUT LOOSE 

srsss: 

dance free. If that’s what wets your whistfe. 


APACHE DROPOUT: The inaccessible nature of the run means 


support Strap 


yourself in and prepare to take a leap into the unknown. 


that the only way onto the summit is via air 


HIGH HOPES: The ride manages to be thrilling and relaxing at the same time. 


FREIGHT NIGHT: The mountainous view is quite 
breath-taking from your airboume perch. 



OUT ON A UMB: There are still plenty of 
grinding opportunities. Fallen trees make 
ideal rails. 


OFF-PEAK: Even if you blow a flip, you’re 
guaranteed a forgiving landing in the dense 
powder here. 



VIRGIN AIR WAYS: The snow’s untouched, the 
only trails on this baby will be yours. 



PINE BARRIER: The only obstacles In your way 
are monster pines that tower over the snow. 
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XfSISmENT 


rmssine a river with two ropes, a tyre 
and a P^k? Pah! Worh on yourteam- 
building skills with our guide to Tekken 
tagging strategies instead. 

Price £44.99 Players W 

okav so irs little more than a reissue of Tekken 3 with much improved graphics 

s==s,=.”.-r«s=" 

~ 00 

PlayStation.2 \JEROCT 


if you want to be ultra efficient about knocking the crap 
out of your enemies, try to use similar characters in the 
tag fights as more often than not they have special 
moves which, with their comparative styles enable 
greater Interaction between the tag team. 



■ 


Occasionally youll try a move which falls Normally you 
can get away with missing these but against a good 
player youll leave them with ample opportunity to 
attack Its vital you hit back as soon as possible, so get 
ready to throw a quick slap or kick the instant you 
realise you've missed the big move 


These are hard to get right so spend a few hours in the 
practice arena and your game will improve massively. 
The best time to counter is when your opponent is set 
to launch one of their signature moves (watch for the 
the tell-tale animation). Their confidence will be shaken 
if It looks like you're countering with ease. 


Often these are so hard to use that only the real top 
rank gamers will try them. Work hard at remembering 
two quick combos and throw them randomly into a 
bout This will cost your opponent a lot of points as well 
as putting the fear of the Fighting God Into them. 


One of the finest ways to beat folk is to use your gob. 
You shouldn't underestimate how effective a few verbal 
taunts can be. Try classics like "Do you want some 
crackers wtth that?" (for a cheese player), or suggest "I 
could beat you with Tetsujin." 


- Left punch 

- Right punch 
-Left kick 

- Right kick 

- Tap -» once 

- Tap * once 

- Tap «- once 

- Tap \£ once 

- Tap A once 
-Tap * once 

- Tap f once 
-Tap k. once 

- Hold stick forward 

- Hold stick down/forward 

- Hold stick back 

- Hold stick down/back 

- Hold stick down 

- Hold stick up/forward 

- Hold stick up 

- Hold stick up/back 

- Neutral joystick position (Joystick is not touched) 

- Sidestep |u,N or d,N) 

- Quarter circle forward (Circle stick from down to forwardl 

- ScWe fir^ IC ' rCte ^ fr ° m d0Wn *° back| 

[Circle stick from back to down to forward) 


HCB - Half circle back 

(Circle stick from forward to down to back) 

UNKING & SPECIAL CONVENTIONS 

♦ - Moves must be done together 

- Moves must be done right after the other 

- Moves must be done IMMEDIATELY after the other 

- Or (When used between two moves, they are optional) 

- Moves following the > has the option of being delayed 

* - Hold movement preceding the 

until end of string or until N (Neutral) 

FC - Do move during full crouched position 

WS - While standing up 

(Returning the stick to neutral from a crouch) 

RN - While running 

BK - Back facing the opponent 

_ L yJ n * on toe ground Face Down/Feet Towards opponent 
FD FA - Lying on the ground Face Down/Feet Away from opponent 

FU/FT - Ly ng on the ground Face Up/Feet Towards opponent 

FU/FA - Lying on the ground Face Up/Feet Away from opponent 

- Major Counterhit (Hitting your opponent during their move) 
' n Ck i ls 5urroundi ng an item indicate an optional output 

- Parenthesis indicates moves grouped together 

- Curved brackets Indicate buttons needed to break a throw 
Pause 1/3 a second between button presses 

(Tenstrlng timings only) 



TRG TRCTICS 


TEKKEN TRG TOURNRTT1ENT 

THE TOP TEAM-UPS 


Some people saw it as a gimmick but Tekkerfs new tag system makes perfect 
sense In the ongoing soap opera that is the King of Iron Fist Tournament 
there's nothing more enjoyable than seeing the Mishima boys going up against 
the Williams sisters, or getting Lei and Law on the same team. To get the most 
out of it though, youll have to team a completely new set of skills - and as 
with all other aspects of Tekken, certain things are more difficult than others. 
Here's some essential advice— 


So. you've been challenged to a fight by an afro-sporting Capoeirista and a 
for help but who do you cal on? The cyborg? The kangaroo? The emaciated gj 
her? Make the decision easier with our guide to the best tag partnershkB— 




The slowest team in the Tekken world but still 
surprisingly effective. Jack-2's Baseball Slide is a 
good sneaky low hit when he tags in, and the 
Kossack Dance is handy for annoying people. 
Lead with: Either Rp+Rk'tag 
Gorina Press - Back Breaker 


INTERMEDIATE TAGGING 

At first, it’s enough to just keep an eye on your energy bar and scoot when 
you're looking unhealthy. But keep the following in mind- 


The Michael Flattens of the game. provkSng hours of 
annoying leg-flailing. They might seem a bit too 
similar, but Hwoarangs switch-stance can often 
surprise an opponent. 

Lead with: Baek f+Rp+Lk'tag 
Human Cannonball - Neck Snapper 


7 KING/ARMOR KING 




ANGRY’ TAGS 

Just hit a shoulder button to tag 
normally. If your active character's 
taken a few hits, the partner they tag 
in will be understandably riled, and 
their first couple of hits will do extra 
damage. This is the ‘Netsu’ system - 
you can tell when it’s active, because 
the inactive fighter's energy bar will 
be flashing red. 


TAG THROWS 

Hitting ® and tag together activates 
each character's standard tag throw 
- one character throws your 
opponent to the ground, and the 
other one jumps on his head. It’s not 
especially damaging, but it’s handy 
for badly humiliating your opponents 
and it makes you look like a true 
Tekken master. 


TVvo contrasting characters, but they can both play 
an irritating game. Use Lings Front Layout and 
Rower Dance to dodge opponents, then juggle them 
mercilessly with Panda's low swipes. 

Lead with: Ling forward+Rp'Lp tag 
Human Hurdle - Bear Hug 


The Lucha Libre wrestlers are very si 
but Kings slightly better - he's got an unblockable 
Moonsault and better chain throws. Stffl. Armour 
Kings Shin Droplock always works nicely 
Lead with: King b+Lp+Rp'tag 


ADVANCED TAGGING 

By this point, it's not enough just to conserve your energy - youll have to learn 


to use your tags offensively. 




KAZUYA/JUN 

When you’re coming in, try Kazuya's Rising Uppercut 
or Jun’s Aerial Cartwheel - they're slow, but can 
catch an opponent out if he's on the offensive. 

Lead with: Jun back+Lp+Rp'tag 
Cherry Blossom - Stone Head 


ANNA/NINA 

Against intermediate players, these 
be match-winners. Tty Anna s Fake 
them off-balance with N 
Lead with: Either qcf+Lp+Rp tag 
Palm Strike - Reverse Shoulder I 


RUN-INS 

Instead of just strolling in and 
standing there like a goon, try 
launching your second character 
across the screen fists-first. As your 
first character moves off the screen, 
start inputting the controller 
movement for one of your second 
character's dash moves - Lei’s Rush 
is ideal. 


KNOCKDOWNS 

If you're knocked down, press tag a 
split-second before hitting the 
ground, and your character will roll 
off instantly, leaving your second 
character free to inflict messy 
revenge on your opponent This is the 
perfect move to get you out of a 
potentially dangerous situation and a 
great example of taggings strengths. 



EXPERT TAGGING 

These techniques aren't that damaging but at the highest level of play they! 
minimise the amount of time you're vulnerable while tagging 


BRYAN/GUN JACK 

Bryan's always a handy character and he s got some 
fast brutal combos and nasty sidestep techniques 
that combine well with Gun Jack's full-frontal power. 
Lead with: Gun Jack Lp+Rp tag Rp 
Bravo Knuckle - Fisherman’s Slam 


michelle/juua 

Michelles quite nippy on her feet but Jufa sth e 
better fighter - her Mad Axe Throw is a perfect 
example of her skills. 

Lead with: Julia b+Rp tag 
Arm Whip - Lariat 
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BaekDo San 

^elypronclentln^eKwonDo 

as? satysssasr-i 

the hands of an expert. 

Rack was one of the finest fighters In 
rekken 2, with a great range of moves 
Primarily all these attacks come from his 
feet, with many mcmdlble moves bclng 
fairly easy to pull off. Hes still relatively 
underused though, with many players opting 
for Hwoarang’s more show/ 

Playing as Baek Is a treat If you re 

good at remembering three or our string 

attacks If you have to play against him 
S, here’s some sound advice you, might 
want to remember stay back and waiter 
his lunging attacks Practice evading him 
and following up with sideways throws for 


[NEW COMBO! doesn't take too much 

*** " y ° U ° VCr ‘ USe ^ 

I ®, ®' F, F+®. ®. (®). D+® . r*% I 






witn uie «*•»••• p , p l (his goggie- 

A student of big, dous fighter. His 

wearing artist Is a trerei d destroying 

throws work exceptionally wen ^ ^ q( 

the energy of I h ' S £disrupt the other 

sidesteps and throws to ais.u„ 

s=3S£%55. 

watch out for Baek's end movies to 
their true relationship. Hmm_ 


NEW COMBO! — A UW »»»“ 

i5- «"“ m *• 

@+®, f, N, d, D/F+®, ©. ® _ 


NEW MOVE! swordfish throw I®*©) tap 


[fOTngd^oH] 

FOREST LAW 

Using the Jeet Kun Do style of Hung Fu, 
Forest Law can be one of the most 
rewarding fighters in the game 
Somersault kicks... Mmm. 

Based shamelessly on Bruce Lee. Law is 
one of the best fighters for a beginner as 
most of his moves are fairly quick and 
simple to pull off. 

Because of his power and ease of use. 
Law is also well-known as being the first 
port of call for all cheese fighters, so If an 
unworthy opponent picks this guy, then 
you'll know exactly what to expect For the 
more experienced player he offers a lot of 
scope too, with some incredible punch 
chains And yes he does have the One Inch 
Punch made famous by Bruce Rim fans will 
also appreciate the appearance of the 
Game of Death outfit. 




The ideal all-round fighter. He's armed 
with a good range of simple moves, with 
Specials that are readily accessible to 
most Tekken adepts. 

Heihachi is one of the few characters to 
make an appearance In every game. But 
with hair as utterly stupid as his we're 
more than happy to see him In Tag. Even 
though he's very old he's a wonderful 
fighter who's equally skilled with hand or 
foot. His double fist attack Is Incredibly 
easy but critically effective. 

Playing against him is tough due to his 
astounding versatility (admirable for such an 
old fella), although he does have some slight 
delays In finishing his attacks which can be 
Ideal for slotting in a couple of kicks to the 
skull as he recovers. Team him up with Jin 
for a deadly partnership- 




TEKKEN TRE TOURNRfTlENT 


ii 

M I 


In all of his guises Kazuya is one of the 
Tekken greats. Replaced controversially by 
Jin In T3, this is a triumphant return. 

Kazuya mixes up a shocking blend of 
strength, speed and variety to perfection. 

He's got an Incredible range of moves, 
Including some very tricky combos balanced 
by an equal amount of pleasingly slmple-to- 
do tricks. 

Start with light punches then go 
straight for the heavyweight attacks. His 
range of kicks make It very tough to get 
close to him during a fight - use as many 
long range attacks as you can. In a direct 
competition we reckon Jin would just about 
edge it. Only just, mind, as Kazuya Is a 
similarly-matched fighter and definitely one 
to head for If you’re starting to get bored of 
Jin's style. 


NEW COMBO! 

At first glance this looks close to impossible to pull off but learn the moves and things soon 
get a lot easier. This is one of the most effective combos and will put the opponent on the 
floor, f, N, d, d/f, f, ©, ®, f, N, d, d/f, f, d/f+® 



Initially, everyone button bashes in Tekken, 
but King’s long-winded throw system 
demands a more precise approach to get 
the best resutts. 

King Is an odd fighter Indeed. In the hands 
of a newbie you should easily be able to 
take him out, so long as you don't expose 
yourself to his well-constructed counter¬ 
attacks. In the hands of an expert, however, 
playing him becomes very different. 

He'll take advantage of the smallest 
chink In your armour, so keep on the move, 
and keep sidestepping in and out of the 
screen to avoid falling victim to a beautiful, 
but cataclysmic attack. A wrestler by trade, 
his moves rely more on throws and holds 
than out-and-out attacks, so try to 
remember that when you pick him. Which 
you certainly will. 


NEW COMBO! 

A true killer. This should dispatch your target to the tournament in the skies without question, 
as both feet and a fist are combined. It's very hard to use though, 
f, f+@+®, f, f+©+®, d+®+®, FC+©+®, ® 
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Step 2 Step 3_ 


NEW MOVE! DEMON GUT PUNCH tap *+®_ 


[SUPER COP] 

lETWULONG 

Lei offers something for every style and 
taste of Tekken gamer, with great 
accessibility for newcomers and a vast 
array of moves for the more seasoned 
gamers among you. 

The character of Lei Wulong is yet another 
example of Namco looking to the world of 
cinema for inspiration. This Jackie Chan-a¬ 
like moves gracefully (even when doing The 
Drunken Master") but packs some of the 
most stinging surprise assaults in the game. 
His huge range of Kung Fu moves (Crane, 
Tiger, Snake etc) can be fantastically useful 
but often take too long and leave you open 
to a counter or worse. 

His 'Playing Dead’ technique is great at 
keeping your enemy on their toes. Try to 
stay low when playing against him and get 
clear if he moves into one of the stances. 


NEW COMBO! 

Lei's combos are a little disappointing to use as they are fairly easy to break out. This is one of 
the best as it’s fairly short but gives a lot of damage for the money. 

(f, N+®| d+@, ©'©, ®, ® 



NEW MOVE! ELBOW SMASHSIDE SWIPE tap J,/forward once+@> ® 
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UNGXIAOYU 

The little 16-year-old with a love of 
amusement parks might look like she’d 
snap easily, but she hides a formidable 
range of kicks and throws. 

Some rate Xiaoyu as the finest player in the 
whole game. In the hands of someone who 
knows her special moves and combos 
intimately, she’s damn near impossible to 
beat, which is great for you but utterly 
infuriating for your opponent 

Incredibly fast few fighters can get 
close to her and even when she’s facing 
away from her opponent she has an infinite 
move which’ll soon drain the poor sap's 
energy. Don’t hang around when taking her 
on - get in with hard kicks and punches 
early as her blistering speed is sure to 
cause you more than a few problems if you 
hang around. 


NEW COMBO! 

This combo exploits Ling’s speed. It relies on a lot of quick button f» 
right the enemy isn't going to break out of it very easily. 
d/f+@, ®, ®, @. f. f+@+®. @ + ® 




NEW MOVE! SWAYING DRUNKEN PUNCH IDRUNK STANCEI back+@ I FI 


NEW MOVE! F1AMINGO HIGH KICKS, |BK| b SIDESTEP^ 
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lih'Ji'.L’EE 


A Mexican Lucha Libre style wrestler who 
was once King's greatest rival He retired 
after Tekken 2 because of an injury. But 
now he's back... 

This is one of the stranger fighters as he 
doesn't realty differ that much from the 
main character. King Armor Kings fighting 
style is a mixture of wrestling moves from 
around the globe - watch him pinning 
opponents to the floor and you’ll see 
influences from Mexico. Japan and the USA 
creeping into his repertoire. 

As you'd expect you will need to get in 
close with Armor King to make use of his 
complex grappling techniques (sidestepping 
is a good way to avoid countersl and for 
this reason alone he's probably not best 
suited to beginners 


^COmPLETE GUIDE 

^-JULPHOENIX 


Paul doesn't have the largest rangcof 
attacks but what he does offer capable 
of rendering the enemy Incapacitated 

he's detested by the Intemetcommun^ 
the captain of cheese - which Is a little 
Unfair as a great Tekken player can really 
get the most ut of this ’Cisco tapper On 
the other hand though, weVe heard that the 
old guy's a bit of a favourite among the 
gaming elite at Namco. 

K For a 40-year-old he s one of the 
strongest fighters In the game, with his 
heavy punching and hugc klcklng qidckty 
able to flatten the energy bar of anyone 
foolish enough to go toe-to-toe with the ex 

bouncer. He is slightly slower to 

compensate, so try to remember that. 


sssSSEsr— 
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take you apart with one or two 
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One of the original fighters and one of the 
toughest After a poor remix in Tekken 3, 
she's back to her deadly best. 

Irish assassin Nina Is extremely fast on the 
attack and also one of the finest defensive 
characters In the game. She can block and 
evade superbly then counter with a huge 
range of move and stringed combos that do 
extensive damage to opponents. 

One of her real strengths Is the sheer 
distance that she can lunge from, thanks to 
her incredibly long - and might we say 
slender - legs. If you come up against her 
try to wait out your opponent until they dive 
in for the kill, then perform a quick sidestep 
- a throw should be your first move Oh, and 
be sure to watch out for those vicious long- 
range kicks 



| NEW MOVE! SATELLITE EXPLODER (WR.f, f, f) ♦©+© 



NEW MOVE! DOUBLE SHOTS ss +®, ® 
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| NEW MOVE! cyclone lift d+®+© 


NEW COMBO! u ^ 

Like most effective combos this one starts with a few decent kicks^ary the height to make it 
hard to defend against, and finish with a kick which goes straight through the opponent. 
D+®< ©< ®< ® f®l _ 
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NEW MOVE! back handspring 1hsp| ®^@_Tb_0I 


NEW MOVE! silver heel |hit man stance! t- 


W5HIMITSU 

-I wanna bo the guy with tho swordl" 

Those now to tho Tokkon way of things 
Invariably plump for tho space ninja. And 
who can blame thorn? 

Neglected by many experienced Tokkon-ltes 
because of a beginner's inevitable button¬ 
bashing success with him, Yoshl Is still a 
character with Immense depth. 

One problem he does have though Is 
tho repetitive nature of some of his attacks 
- you can start digging Into the opponent 
only to find yourself In a loop and your rival 
ready to pounce. This Is why It’s probably 
best to try and pair him up with a character 
that's a demon juggler (Paul, Law and 
Xlaoyu are three good examples of this), 
who can muscle In and save his metallic 
ass when he gets Into trouble. Try a 
Yoshl/Kunlmltsu combo too. 


Fans of tho Tokkon gamos 
know all about Namco's love 
of slipping in some grand 
socrets. Think of this as your 
treasure map. 

Mokujin/Tetsujin 
Those characters are 
unlocked when you've 


you'll be rewarded with the 
angelic, feminine version of 
the character. 

Tiger 

First open up more than ton 
characters (enough to give 
you the Theatre option), then 
go to the Character Select 


completed the game with ten screen and highlight Eddy 


Gordo. Now press the 
button and you’ll have the fly 
dude. Just watch his gold 


different fighters. Once 
they're available you need to 
press @ to bring up Tetsujin 
(the metallic fighter). Pressing chain sway. Ace. 
any of other three buttons 
will bring up tho variations of New Outfits 
the original Moku)ln. If the 
randomly-chosen fighting 
technique doesn't suit you 
during a game, press the tag 
button and wait 15 seconds 
before bringing Mokujln/ 

Tetsujin back and he'll be 
using a new fighting style. 


the last game where 


ten-pin bowling game. This 
can be accessed once you've 
opened up Ogre - the new 
options appear in the Main 
menu. Follow the exclusive 
advice from Masahlro Klmoto 
(the man behind Tekken Tog) 
and go for Paul for your first 
character, followed by a 
’Control First’ character, such 
as Xlaoyu. 

Gallery Mode 

If you manage to pull off a 
stunning move, there's a 
screen grab option which, 
when activated, takes a 


the really fancy outfits had to perfect image of the on- 

be unlocked by playing as a screen scrap. This is unlocked 

character a certain number of by opening Devil In the 


Gold Tetsujin 

To unlock this shiny Tetsujin 


the outfits are 
available to wear from day 
one. To got the costumes 
from T3 or T2, use Right 
Punch or Kick to wear them. 
Occasionally, some 
characters have af 


you have to play, and win, ten costume - Xlaoyu, Law, 
consecutive matches. The Kazuya and others - which 


next time he appears he’ll be 
a dull gold rather than the 
gun metal he usually is. This 
cheat doesn’t save onto 
memory card. 

Angel 

Once Devil Is available, press 
► as you choose him and 


can be accessed by pressing 
the ► button. The new 
Tekken Tog outfits are 
available by using Left Punch 
or Kick to start the game. 

Tekken Bowl 

Hidden deep In the bowels ol 
the game is a truly bustin' 


Arcade mode. When you want 
to take a shot, quickly press 
E;, then go to the Screen 
Capture option. This will show 
you a clean shot of the 
action. Press @ to grab, then 
head for the Gallery mode to 
revisit your past glories. 

Tag Grab 

To perform a tag throw with 
both characters, press Right 
Punch and your Tag button 
together. This’ll hurl your 
opponent into the air. They’ll 
then land badly, Just seconds 
before your tag partner lands 
squarely on top of them. 


iEXHAOLAN 

Looking like Andy Warhol and sounding a 
bit like Grandpa Simpson (if it’s possible 
to have such an unlikely combination), 
Law's alter-ego is not a fighter to mess 
with if you value your teeth staying in 
your mouth. 

One of the greatest Tekken crimes was the 
disappearance of Lee after the first King of 
Iron Fist Tournament. Although only Included 
as a bonus character, he soon found favour 
as one of the best fighters in the game 
among the Tekken elite. 

Lee has a good range of moves, but he 
really comes into his own when you get his 
speedy feet Involved (he was based on 
Marshall Law after all). Watch out for him 
driving the convertible In the arcade intro - 
that's how important Namco's Tekken Tag 
development team now feel he is. 


[ RFACH bum] 

tDDY GORDO 

The king of button-bashing is back, and 
he's brought Tiger (as a hidden 
costume/character) along with him for the 
ride. In the hands of a master this guy will 
rip you apart. 

Eddy, or his 70s alter-ego Tiger, Is one of 
the most frustrating characters in the game. 
But he can be a truly magnificent fighter in 
the hands of someone who wants to take 
the time to leam how to string together 
combos, rather than merely repeatedly 
banging the kick buttons. 

In the hands of a newbie he's just a 
pain, using leg attack after leg attack. To 
play against him stay clear when he goes 
down onto his hands as he's about to start 
a series of kicks. Eddy Is the perfect 
character to show off with and is more than 
of outline off excellent combos. 


UNCOVER THE SECRETS 
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NEW MOVE! MEGATON PUNCH b. d/b. d. P/F*© 


JN KAZAMA 

A survivor from Tekken 2. Jun left the 
series to sire Jin along with her husband, 
Kazuya Looking at TTT, motherhood 
hasn't slowed her. 

Jun has a unique fighting style, with a heavy 
reliance on punches and a huge dose of 
Aikido she can grapple her way out of most 
situations Of special note is her skill at the 
counter - turning a defensive move Into 
attack - and has some very good land very 
painfull locks and some excellent throws 
When you fight against her try not to 
use too many moves which leave your 
hands and feet vulnerable as a good Jun 
fighter will grab them and have you on the 
floor in seconds Jump In, hit then jump 
back out 


ri.'.'iMaa 


[WISE OLP TWiciwBjl 

i/anTjinrei 

Looking rather like a certain character 
from a certain Sega fighter this old guy is 
a tricky one to master, but definitely 
worth the effort 

Although it looks like he shouldn't be any 
good, given he's one of the oldest fighters in 
the game. Wang is a fine veteran scrapper. 
As far as fighting styles go, think of a combo 
between Nina's strong punch attacks and 
Michelle's kick string This makes him one 
of the great surprises in the game. 

When you come up against him try to 
avoid getting In too close as his punches do 
pack some wallop even though they're 
pretty slow. A few sidesteps should be 
enough to avoid them. 


NEW COMBO! 

A rather hard combo which will take some practising Once perfected though, it’s 
worth using just as your opponent is ready to pull the final punch. It’ll turn the bout. 
[PC.WSj +®+®, ®+® Sf. F+S®+® 


wonder why they * u | ar ty exciting 
»**• « "J ^nywherewith Michelle 
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S^pS of hlgh/mld attacks 


,,Ve ‘vWtenyouWtt against him try the 
circling technique - where you sidestep 
around him throwing In the ocostonal 
punch - as this will keep you out of fre way 
of his attacks and give you plenty of scope 
tor striking back. 


guide 


I NEW MOVE! MOON SCENT |WS+®_FC, b+®| 


I NEW MOVE! HIGH/MID ATTACK REVERSE b+|@+® ©»@| 
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BRUCEIRWIN 


He’s a big man, but he’s out of shape. Still, 
if Tekken was held in a pub car park, 
Ganryu would probably win. 

As a sport, Sumo has everything - tradition, 
ceremony, and two big fat blokes laying Into 
each other with surprising grace and poise. 
Ganryu Is actually quite a faithful 
representation of a real Yokozuna - witness, 
for Instance, his barrages of slaps that’ll put 
even hardened scrappers on the defensive. 

If you want to get a bit cheeky, try 
hopping towards your opponent with the 
Kabukl Dance, or follow up a Mega Upper 
with the eye-watering Sumo Stomp, which 
should connect just as they land. 



If you're the sort of person who was 
rooting for Jean-Claude to get his head 
kicked in during the final reel of Klckboxer 
then good for you. 

In real life, Bruce would probably win the 
Tekken tournament - Thai boxers tend to be 
fearsomely hard, shunning elaborate kata 
and philosophical muslngs In favour of 
harsh conditioning and headbutting trees. 

In the game he’s a brutal fighter - his 
elbows and knees are damn-near 
uncounterable, while his spinning back 
elbow and back flip thrust kick are 
deceptively nasty. Still, he's fairly short on 
decent combos and none of them are 
particularly difficult to block, so keep your 
guard up and be ready to counter. 


iri 


While Ganryu has some decent punches, this combo massively relies on his strength, throwing ■ A lot of combos rely on very fancy finishingI moves to> MW***" task. This 


■ " 7 ' . ' : ■ .\ ’ 

Step 1 Step 2 Step 3 


NEW MOVE! SALT shaker 4--*-® I Tag] 
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FURY 



Bryan still seeks revenge on those who 
put him in the ground and with vengeance 
driving him, he’s one of the toughest 
characters in the Tekken universe. 

Don't underestimate this bloke. Just 
because he's only in the second collection 
of fighters doesn't mean he isn’t one of the 
most powerful. His counter attack capability 
is second-to-none, and his fighting strengths 
are speed and power, meaning he’s 
devastating with short attack strings. He 
lacks solid low-level moves, though, so 
attack low If you’re up against him. Oh, but 
he is dead- Let’s not forget about that. 


but. as you can sou in this m«a. bo's no, slow. A lew Wots load Into a 
hugely powerful throw. 
b+®, ®, ®. @. ©- ®> ® + ® 
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TOK2/P-JACK 

He may be a living weapon with 
disturbingly red eyes, but that doesn’t 
mean he hasn't got, you know, feelings. 

Even the most battle-scarred Tekken 
veterans wiped away a tear at Jack's ending 
last time round - “I know now vy you cry - 
but It is something I can nevah doo.’ 

Fortunately, he's back to being a 
remorseless, government-sanctioned killing 
machine, and while he’s a bit short on new 
moves, his kneecap-shattering low punches 
are as effective as ever. Also, try to vary 
whether you follow up the Tornado Cutter 
with a heavy punch or double-handed blow, 
as they hit at different heights 


Throw in a few punches to soften up the o pponent,* « up,e of *** 
one of the most gruesome moves in the entire game. Nice! 
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NEW MOVE! ORBITAL HEAL lu.u/f) +(§ 


NEW MOVE! DRILL UPPER SS*@JJag| 
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NEW MOVE! DEMON GUTPUNCH tap 


NEW COMBOI 

Kunlmltsu'* flno*t ol« 
lo creating a combo. 


COTIPLETE 


nimitsu 


■a,.-, ton. 

.nd - MO on, .ron l « ■»«» 
•omethlng? Wo don't undoritand. 
Kunlmltsu* a n'njo 'rafned by »ho MaiJ! 
rl .„ nxroot sho'* boon banlsitoo a 
prebiom tho Intond* to solvoln, "" , [T' 
honoured Tokken manner of bMtmg up 
anyono sho comos across Sho s much mo 
than lust a Ytoshl clone with a shorlor sworn 
- sho's qulckor, which holps thoso 
unblockablo (laggor attacks connoct. and 
sho's got somo nifty toloport ovoslon movos. 
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^VIL/ANGEL 

Next yoar, Namco will bo roloaslng a US 
soap opora basod around this wacky 
twosomo's hilarious co-hablting antics. 
No, really. 

In a condensed vorslon ol tho Sunset 
Bcoeh-lovol Tokken plot - Kazuya allows 
demon to possess him, tries to kill his dad, 
gots killed by his dad, resurfaces as purplo 
devll-bloko. 

Angol, wo can only assumo, Is tho 
good part ol Kazuya s conscience lighting 
(or mastery ol his soul, like In the Droopy 
cartoons. Anyway, tho/ro both exactly the 
samo as Kazuya but don't bothor using the 
eyo-boam moves, as any sell-respoctlng 
player will batter you senseless as soon as 
you've finished. 


NEW COMBO! 

Romombor, whon It comos to doslgnlng now combos that thoso two rely heavily on Kazuya for 
tho majority ol tliolr movos list. 

•+, F+®+®, ®, ®, ®*<8> 
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TffiEX/ROGER 

Thoy fight, and bite, and fight and bite and 
fight ...It's Tbkken’s marsuplal/palaoollthlc 
era answer to Itchy And Scratchy. 

Watch Jurassic Park. Then watch an episode 
of Sklppy. and try to decide who'd win In a 
fight between a Vcloclraptor and a chlld- 
frlendly kangaroo In oversized boxing gloves. 

Roger and Alex are basically the same 
character, and while neither are particularly 
good with Juggling or combos, tho/ro 
armed with a nice combination of moves 
nicked from Kazuya, King and Jack. Tty 
getting your opponent on the defensive, 
then lay Into them with the Glgaton punch 
as they attempt to block. 




nan 


NEW MOVE! RUNNING BULLDOG |@+® ( 




TEKKEN TRE TOURNRmENT 


Wo always thought Ogros lurkod undor 
brldgos oatlng goats, rather than floating 
about looking soml-mythlcal. 

Ogre roams tho Earth looking for good 
fighters, and then oatlng their brains, sort of 
like an ovll version of Cain from Kung Fu. 

Dosplto possessing a range of moves 
basod on tho other characters' unblockablo 
attacks, he was a terrible character In the 
Hr,t rckki'U .111(1 Nairn o have actually made 
him worso for this Instalment. That makes 
sense, thon. 


NEW COMBO! 

OK, so this guy Isn't as strong as TTuo Ogro, but give this combo and try and you'll soon be 
reducing the power bar of any enemy who gets in the way. 

*♦<§>, ®. ®. -»■ @+® 
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kumaTpanda 

We can't help thinking it's a bit cruel to 
force animals to compete in no-hokls 
combat They love it, mind. 

Panda Is Lings school chum. Kuma is the 
furry nemesis of Paul Phoenix, but the/re 
both fundamentally the same character 
Surprisingly, their most vicious moves aren't 
big hitters, but juggle moves. Keep low and 
paw away at your opponent's ankles with 
moves like the Salmon Hunter, and watch 
them grimace as their health slowly drains. 

Alternatively, advance on them at your 
full height, making growling noises or 
pointing out that pandas have never actually 
been known to attack humans. 


NEW COMBO! 

This isn’t a particularly tough one to perform so <r 
to bash through this after a couple of tries. 

©, ®, @, ®. ©*®. 
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She walks and talks and squawks with the 
animals, pausing occasionally to stove a 
bloated Industrialist’s head In. 

Beginners will whine “But she’s just the 
same as Michelle". Allow yourself a wry 
smile, then batter them senseless. Michelle's 
a dancer - with her flips and spins she can 
run rings round opponents, but she's not 
too hard. Julia, on the other hand, Is a 
brawler - her punishing Mad Axe throw has 
excellent range, she's got some nifty juggles 
and her sweep-dropklck combo's horribly 
damaging and extremely difficult to block. 
As a bare-knuckle-flghtlng Native American, 
she’s also pretty handy with her fists. 




mULTIPLRUER TRCTIC5 



Computers are tricky to beat 
because, like Robert Patrick 
in Terminator 2, the/re 
implacable. With other 
humans however, it's simple: 
just annoy them. 

INTERCEPTING FISTS 

When you're fighting up close, 
getting the hits in is more 
important than making them 
hurt. Almost all of the flying 
kicks and roundhouses in the 
game take a painfully long 
time to connect and it’s easy 
to frustrate an opponent by 
slipping in the occasional jab 
or snap kick. In fact flicking 
the occasional punch out can 
be more effective than trying 
to string together a combo - 
your opponent will stop 
blocking and attempt to 
retaliate as you pause, then 
take another smack in the 
mouth for their nerve. 


with either a sweep or a mid¬ 
kick. but if it's the latter hell 
start to move his leg while 
he's in the air. Watch. Then 
use them on player two. 

PUNISH MISTAKES 

Tekken experts are difficult to 
beat, rank beginners sfightiy 
less so. Aspiring scrappers 
are the easiest of aU. as they 
abandon off-putting limb 
flailing in favour of a pathetic 
reliance on doing the single 
combo the/ve memorised 
over and over again. 

Work out what their 
favourite move is (odds on OT 
either be a ten-string or 
Paul's Phoenix Smashed, try 
to look contemptuous as you 
block it. then batter them 
senseless. Neutralise their 
favourite move with ease, and 
the/U be afraid to try It on 
you again. 


with a vicious counter-fit 


moves blocked is one dang, 
but when they hit nothing but 


Tekken player begns to doubt 


prevent an early end to the 
fight, but you can use A as an 
of the tip above. 


MIX IT UP 

Most two-hit combos have 
alternative endings and youll 
only have a split-second to 
decide what level to block at 
And If you wart until the 
move's coming, you're too 
late, so it's vital to watch for 
the tell-tale signs that let you 
know what’s on the way. 

For instance. Jin can 
follow his rising uppercut 


STICK AND MOVE 

Countering in Tekken is 
almost too difficult to be 
worth the time and effort A 
involves to master it but 
dodging certainly isnT 

Close In. It s worth paying 
attention to moves Hte Itfs 
Drunken Headbutt or Pat/s 
shimmy-away-then-punch, as 
the/ll take you just out ol 
harm's way. then leap back « 
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RESIDENT evil 

CODE: MERDNCfi 

Uncover the secret that is Code: veronica with our ^ 

,»»». .0*. ^^s^ss:sssi iSSW-' you about 

any monsters lurking inside. Now. barricade 
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retead tjua drips everyihng from the story to the characters 

the puzzles ntth a ^onous Wooded sheen ot qua«y Esserttat 


(M2) COURTYARD 

■ items: Handgun Bullets 

There s a cut-scene where you meet Steve 
Burnside The Handgun comes to you 
automatically: Bullets are on the corpse Exit 
through the only door available but make 
note of the other one Eventually, youl! have 
to place a medallion in it to unlock the gate 

(M2) INNER PRISON 

■ Items: Green Herb 

Waft up onto the wooden deck, grab the 
Green Herb, then enter the door you can 
see nearby. 


(M2) MESS HALL 

■ items: Handgun Bullets Green Herb 

■ Monsters: Tnree zombies 

■ Special Interest Map of Prison 

Kill the zombies Locate the Herb. Bullets 
and Map. Go through the door to the right of 
where you entered. 

(M2) SLEEPING AREA 

■ Items: -andgun Bullets Dual Auto Pistols 

■ Monsters: Zombies 

Cut-scene: zombies attack. One drops two 
automatic pistols Take them and the Bullets 
in the shower. Leave the way you came in, 
run around the building, and exit by 
the far door. =# 


(Ml) CLAIRE’S CELL 

■ Items: Green Herb. Handgun 
Butiets Knife 

Ybure controlling Clave. Equip the agarece 
filter to see into the shadows fou meet 
Rodrigo and he sends you on your way Get 
the Herb. Buiets (loorl and Knife Ideskl 

(Ml) HALL 

■ Items: Handgun Buflets Ink Rtobons 

■ Special Interest Typewriter 

Grab hold of the ink Ribbons and Handgun 
Bullets Save the game here as a precaution 
and head upstairs for more action 

(M2) GRAVEYARD 

■ Monsters: Zimoies 

■ Special Interest Subcase 
Mane a note for ater on of the 

fefcng during the cutscene Zombies start 
id attack, and you must avob them or 
dspatcr them wgr the Knife - you're better 
of just ieggng a Run itaxgi tne opposite 
door re get out 
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|M4) m the Palace you 


encounter one o» the main baddiev Alfred Ashford, for the first time. 



(M2) OUTER LAB AREA 

■ Monsters: Three zombies 

■ Special Interest Garage Door 
Waste the uncaged zombies: the garage 
wont open yet Enter lab. 

(M2) LABORATORY 

■ Items: First Aid Spray. Grenade Flame 
Rounds Grenade Acid Rounds 

■ Special Interest 3D Copier 

Enter the metal detector, and deposit metal 
objects into a security box Run down the 
hall. Grab the Grenades and First Aid Spray. 
Place them in the security box at the 
opposite end of hall Note the 3D copter - it 
can make a replica of anything Exit through 
the door near the second metal detector. 

(M2) COMMUNICATIONS 
ROOM 

■ Items: Medallion: 

■ Special Interest Power Switch 
Cut-scene Grab medallion from the desk. 

Rip the wan switch to activate Garage Door. 
Leave the lab area, but put the medallion 
into the 3D copier for safekeeping fit's metal 
and won’t pass through the detector). 

(M2) OUTER LAB AREA 

■ Items: Fire Extinguisher. Gate Key 

■ Monsters: Five zombies; 

■ Special Interest Guillotine. Locked Door 
Zombies attack. There’s an oil barrel jo the 
garage: shoot it to blow up the zombres Get 
the Fire Extinguisher from the ga^^and 
enter the cage Find a Gate Key on 


a shield-shaped item to access Go to the 
graveyard and put out the fire blocking the 
Suitcase Dogs attack in the inner Pnson 
area; use the Gate Key on the fence door 

(M2) GRAVEYARD 

■ Items: Suitcase 

■ Monsters: zombies 

Kill the zombies; extinguish the fire Grab 
the Suitcase and examine it in your ^ 
inventory, it contains a TG-01 (plastic lumpl 
Go back to the lab. 

(M2) LABORATORY 

■ Items: Plastic Medallion 

■ Monsters: Tvee zombies 

Place the TG-01 in the 3D cop*er and 
replicate the medallion in plastic Three 
zombies wander in but you have no 
weapons so avoid them. Grab the items 
from the security box when you leave 
important take the empty Fire Exhnguisher 
with you. if you can’t bring it at least 
remember where you left it Go back to the 
Prison Courtyard. 

(M2) PRISON COURTYARD 

■ Monsters: Three zombies 

/Wold or Ml the zombies, as you prefer, and 
use the plastic medallion on the main doors 
to open then. 

(M3) IRON BRIDGE 

■ Items: Handgun BXets. two Green Herbs 
Go around the Jeep via the catwalk on the 
left-hand side. On the bridges other side. 

wab the Bums from the Jeep s pasenger 

seat and the Herbs on the far side of the 
bridge a lire blocks you: push a crate over it 
toput# out Get on the crate, go upstairs 

(M3) THE PASSAGE 

■ Monsters: Three zombies 

Kin the zombies From here you can go one 

of two ways forward to the Palace or ngf« 

to the Military Training Facia* We’D make 
our way to the Palace firs. 


(M4) PALACE COURTYARD 

■ items; Submarine Medal Green Herb. 

■ Monsters. T-ree dogs 

Kill the dogs and discover a Hashing green 
Submarine Medal on the ground; run 
upstairs and grab the Herb. Go back down 
and through the door on the opposite side 
of where you entered. Go downstairs 

(M6) JETTY 

■ Items: ^andgun Bullets Arrows 

■ Special Interest ’•*ap. Control Panel 
Grab arrows off the barrel plus a Map and 
Handgun Bullets from the small room under 
the stairs Make note of the Control Panel - 
you’ll need a ship s steering wheel to 
activate it Run back to the Palace 
courtyard and in via the main doors 
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aquarium and o d the des |^ 

door on the far side. 


(M7) cargo room 

i Items: ID Card, Arrows 

SSSSSrEf 

zombies. Kill ’em, grab the arrows and 
card from the elevator. Then head all the 
way back up to the Palace and through to 
the Military Training Facility. 


(M4) PALACE FOYER 

■ items: Handgun Bullets 

■ Special Interest Access Computer 

A computer at the desk asks for a code that 
you don't yet have. Grab Bullets run up 
stairs on the right and Into the only door 
available on the landing 



■ Items: Handgun Bullets Ink 
Ribbons, Green Herb, Umbrella ID Card 

■ Special Interest Typewriter, Storage Box. 
Locked Door 

Use the Storage Box to put away anything 
non-essential In the near future. Push a 
small table aside near the locked door; the 
Umbrella ID Card is beneath It Rip it over to 
see password: NTC0394. Also note the 
locked door with no keyhole, and the gold 
plaque on the door with two slots to place 
in Gold Lugers Leave the office and run 
back downstairs. Enter to the right of the 
main entrance. 


Good Medicine 

The Homeostatic 
Medicine in the Break 
Room |M8) Is for 
Rodrigo, the 
gentleman who let 
you out of the prison 
cell He is still back in 
the Prison area, so 
when you have time, 
bring him the pills. He 
will then trade you 
your Lighter for a set 
of Lockpicks, which 
can be used to open 
the locked Suitcases 
collected throughout 
the adventure. This 
quest is only an aside, 
but it's more than 
worth doing it as it 
will give you access to 
a lot more ammo later 
on in the game. 


(M4) LOUNGE 

■ items: Handgun Bullets, Ship Steering 

■ special Interest Two Gold Lugers 
Grab Bullets and Inspect the display case 
with the flashing blue light to uncover a 
secret alcove. Grab the ship's steering wheel 
inside and note the two Gold Lugers on the 
wall (don't remove them, or the room fills 
with poisoned gas). Run back to the foyer, 
where you hear Steve yelling for help. The 
Idiot has grabbed the golden guns and Is 
locked la Solve a puzzle to free him - the 
answer is Button C. then Button E. Steve 
escapes with the Lugers. but won't give 
them to you until you replace them with 
something else. Leave the Palace and run 
back to the Jetty. Use the Ship's Steering 
Wheel on the control panel to raise a 
Submarine from the water. 


IM71 MILITARY TRAINING 
FACILITY (MTF) COURTYARD 

■ items: Arrows 

■ Monsters: Giant Worm 

Trie Giant Worm Is not really worth the effort 
you'd need to kill It, so dodge him grab the 
Arrows and make your way through the 
double doors on the left. 


(M7) MTF MAIN HALL 

■ items: Red Herb 

Take the Herb and run upstairs. Go through 
the door, take a right turn and go down the 
hallway. You'll be going to the Outer Lab. 


(M8) OUTER LAB 

■ Items: Crossbow 

Nothing much to do here but grab the i 


(M6) SUBMARINE 

■ Items: Waistpack 

This submarine Is more like a elevator; it 
only goes up and down. Grab the Waistpack 
(It allows you to carry two extra Items) and 
access the switch on the control panel to 
dive. Leave the sub and enter the 
underwater passageway; exit via the far door 



(M4) LAVATORY 


■ Items: Handgun Bullets, First Aid Spray, 
Suitcase 


M Monsters: Three bats 
Aim upwards for your first bat encounter. 
Get the Spray (sink). Bullets (stall door) and 
Suitcase. It's locked, so put it in the storage 
box upstairs 


(M4) FOYER 

Type ‘NTC0394’ Into the computer to 
unlock the double doors. 



(M6) travel down in the submarine to discover the airport facility. 
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Combat Knife 
Slightly more 
effective than In 
previous Ros/dont 
Evil games, slashing 
now hits zombies 
multiple timos, but 
the knife is still 
fairly useless. 
Discard it In the 
Item Box from tho 
very beginning. 



handgun will bo 
your most trusted 
companion for 
much of tho 
adventure. An 
upgrade can be 
found later In tho 
game to make it 
automatic. 


Crossbow 

Fires arrows rapidly 
but does very llttlo 
damage; up to 15 
bolts are noedod to 
kill one zombie. 
Unloss, that Is, you 
comblno tho 
arrows with the 
gunpowder boxos 
to make deadly 
explosive darts. 


Grenade 
Launcher 

Grenade rounds 
are plentiful 
although they're 
only useful from 
closo range. Sadly, 
tho far more 
powerful acid and 
flame rounds are 
few and far 


Shotgun 
This baby is 
exclusive to Chris's 
adventure. Tho 
shotgun no longor 
blows zombies In 
half but aim high 
and you can take 
their heads clean 
off for satisfying 
one-shot kills. 


Dual Dual Uzi's 

automatics The Uzi's are hi 
Collected by Claire effective and w 


early on In tho 
game, avoid 
tomptatlon and 
save these for the 
perils that lie 
ahead because 
they cannot bo 
reloaded. 


hose down groups 
of onomles with 
ease. However, 
their ammo count 
drops at an 
alarming rate and 
like the Dual 
Automatics, you 
can't reload 'em. 


AK-47 rifle Magnum 

Uko tho automatics You'll feel lucky, 
and Uzi's, It uses a punks, when you 
percentage to get hold of this 

denote ammo beauty. By far the 

count, It takes up most powerful 
two Inventory slots weapon In the 
and can't bo game, It hardly has 

reloaded. A superb any ammo so you 
weapon for the must save it for the 
latter stages, It can final bosses, 
wipe out everything 
apart from the 
well-hard bosses. 
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Crossbow, Inspect the locked door and 
watch a gory cut-scene. You'll run downstairs 
during the FMV. The hallway will be sealed 
off and you must go through the far door. 

(M7) LOCKER ROOM 

■ Items: Three Arrows 

■ Monsters: Four zombies 

Kill zombies; search the lockers for Arrows. 
There's a set on the corpse near the far 
door. Grab them and head through the door. 

(M7) BATHHOUSE 

■ Items: Safe Key 

■ Monsters: Two zombies 

■ special Interest Valve 

Kill both zombies and Jump in the poo. Turn 
a Valve to shut off the water and reveala , 
Safe Key twinkling In the shallows. Grab It 
and head for the main hall again. Enter the 
final door you haven’t checked. 

(M7) BRIEFING ROOM 

■ Items: Explosive Arrows 

■ Special Interest Map, Copier 

■ Monsters: Three zombies 
Copy the map of the MTF on the 
photocopier. Use the Safe Key you found In 
the bathhouse on the locker In the back 
room to grab Explosive Arrows He* 1 track 
to the hallway and use the ID card you 
found In the airport on the security door 
near the door to the locker room. Enter It. 


l»VI / J UK**-*' . 

■ Monsters: Alfred 

Dodge Alfred’s shots and run up 

the stairs; he leaves as you begin climbing 

Follow him through the unlocked blue door. 

(Notice the locked blue compartment on 

the railing. You’ll need a shield crest) 

(M8) HALLWAY 

■ items: Handgun Bullets 
Grab the Bullets and head through the blue 
metal door. 


(ms) break room 

■ items: Homeostatic Pills, 

two Green Herbs, Ink Ribbons ^ 

■ Special Interest Typewriter. Storage Box 
Grab the Pills and put them in the storage 
box for later. Save. Leave the break room 
and go through the door near the vending 
machines. Alfred blocks off all exits with a 
grim greeting. Continue through the door. 

(M8) STORE ROOM 

■ items: Dual Uzi’s (no ammol 

■ Monsters: Bander 

After you grab the Uzi's a Bander will attack. 
Take him out. Go through the door at the 
bottom of the stairs. After a cut-scene. Steve 
hands over the Golden Lugers in exchange 
for the Uzi's. You’ll control Steve briefly. 

(M9) BASEMENT 

■ Monsters: Three zombies 

Kill the zombies and go out the red ___ 

metal door. 
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(M9) boiler ROOM 

door and Into the garage. 

(M7) GARAGE 

S^SKSSi--"»•*- 

tfie door beside the Jeep 

(M7| hallway N 

■ Items: Handgun Bullets 

■ Monsters: two zombies 
"Sumo and kill the zombies Run down 
die hall and through the opposite door. 

(M7) painting room 

■ items: Blue Shield Crest 

■ Special Note: typewriter 

Grab the Shield Crest from the wall and un 
all the way track to the garage, tour exit Is 
through the large double doors. 

(M7) MOTOR POOL 

r ■ Items: Arrows 

= ■ Monsters: Two dogs 

™ ■ Special Interest Tank 

kill the doggies and grab the Arrows Unlock 
the door facing the front of the Tank. This 
takes you back Into the MTT Courtyard. Run 
all tfie way to the Palace and up the stairs 
to the office. Use the Gold Lugers on the 
locked door to gain access. 

(M5) MAIN OFFICE 

■ items: Handgun Bullets 

■ Monsters: Bandersnatch 

■ Special Interest Clock. Computer 
Grab Bullets and access the Computer. 


1 *' 

go upstairs 

IMIOI PRIVATE RESIDENCE 
COURTYARD 

kill the Banders and run up 
Herb and run Inside. 

(MIO) FOYER 

■iTtTa^dronttiroughthedooron 

the right of the main floor. 

(Min) TROPHY ROOM 

Ki^dgun Bullet, ink Ribbons. 

Arrows , . . 

■ Monster*: Bander-snatch 

Kill the Bander and grab the Bu'^J jOU 
still have the lighter, use it on the flropinu 

nils will light up where the Arrows arc 
hiding. If you don’t have the Hghtulus 
seirrli the mantle for the Arrows and the 
comers of the room for the Ink Ribbons 
Run back to the Foyer. 

(MIO) FOYER 

■ items: Handgun Bullets. ^ 

Run up the stairs, the Spray and the Bullets 
arc sitting on a small table on the landing 
Go through the door 3t the top of the stairs 

(Mil) UPSTAIRS HALLWAY 

■ items: Handgun Bullets Green Herb 
Cut-scene Grab Ammo and Herb. Run down 
the hall left of where you entered from. Into 
Alexia’s bedroom. 

(Mil) ALEXIA’S BEDROOM 

■ items: Palace Room key 

■ Special Note: Ladder, Music Box 
Turn off the Music Box to reveal a key on 
Alexia's bed. Grab the Palace Room Key and 



(M tO|mi.^Rl.iW«nHln a wl«h 

QUICK 

TIP 



Good Medicine 
reminder 

At some point vvhllo 
you’re back In the M2 
area |see right) tako a 
detour to the prison to 
Hive Rodrigo his 
Homeostatic Medicine 
and get the lockpick 
In return. 
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9| Mere you’ll get the opportunity to play as trigger happy Stove lor a few minutes. 


matt- olC^laoe 'n the layer, unlock 
the locked door and proceed Inside. 

i”ci!« C S° Bullets, wo Green Herbs. 

Grab Uenrs'r^head out. Ron downstairs 
iiid into the door behind the computet 
desfcgo Into the hallway and use the key on 
the opposite door. 

■ items: Handgun Bullets. Gold Shield 

■ Monsters: Two Banders 

kill Banders; grab bullets. Remove the Gold 
Shield from the floor behind the bar; run 
back to the Outer Lab In the prison area 
(where the guillotine Is, In the caged areal. 

Use the Shield on the door and enter. 

(M2) ALLEY 

■ Items: Green Herb 

■ Monsters: IWo zombies 

Kill zombies; grab ammo. Move the box and 
enter the door. This Is the alternate way Into 
the Communications Room that was 
blocked off before. Grab the Grenade Ammo 
and First Aid Spray that you left before. Run 
Into the Alley. 

(M2) INFIRMARY 

■ Items: Handgun Bullets, First Aid Spray 
Get hold of the Handgun Bullets and First 
Aid Spray and make your way out of the 
door on the other side of the room. 

(M2) MORGUE 

■ Items: Handgun Bullets, Red Herb, 

Suitcase (Handgun upgrade) 

■ Monsters: Four zombies 

Kill the zombies, grab the bullets, Herb and 
Suitcase and run back Into the infirmary. 

(M2) INFIRMARY 

■ Rems: Glass Eye 

■ Monsters: Two zombies 
Cut-scene. Zombie attack (the one In the 
coat Is fasti). Find the glass-eye In the 
zombie’s lab coat. Run Into the small area 
off the Infirmary and Insert the eye Into the 
Anatomy Model Mannequin to reveal a 
secret passage. 

(Ml) SECRET TUNNEL 

■ Rems: Green Herb 

■ Monsters: Two bats 

Kill bats and grab Herb. Run down the 
tunnel and out the far door. mn)| 
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(Ml) TORTURE CHAMBER 

■ items: Handgun Bullets, Arrows 

■ Monsters: llireo zombies 

Kill zombies and grab the ammo. Run to 
the other side of the room and then 
continue downstairs, 

(Ml) GARDEN 

■ Roms: Sword, Player Plano Music Sheet 
Remove the Sword from the statue. The 
Poor that you came through locks and gas 
pours Into the gattlen. Grab the handle on 
the centre statue; turn It counter-clockwise 
until Hie gas stops. Statue one now spins 
around; you must replace the swottl. A 
zombie leaps out of the statue. Kill him; 
grab the rolled-up music sheet. Run back to 
the Recreation Room In the Palace. 

(M5) CASINO 

■ items: Blue Ant Figurine 
Start the piano with the Music Sheet. A 
panel opens up on the slot machine and 
you can grab the Blue Ant Figurine. Run 
back to the upper hallway In the Private 
Residence, take a right and go Into the 
other door. 

(Mil) ALFRED’S BEDROOM 

Place the blue ant on Alfred's music box. 
Grab the Blue Shield Crest from your 
storage box and head back to the MTF, then 
proceed to the Inner courtyan). Climb the 
stairs and use the Blue Shield on the panel 
found on the landing. This reveals an ID 
caid. Run downstairs and locate the ladder 
leading Into the basement. 

(M9) BOILER ROOM 

Back In the boiler room, use the ID card to 
open bars and step down. Run around the 
boiler and back Into the basement (where 
you first took control of Steve). 

(M9) BASEMENT 

■ Rems: Grenade Launcher, Grenade 
Ammo 

Use the ID card on the door. Take the 
Grenade Launcher leaning on the wall. Get 
the Grenades on the shelf near the door 
and go through It. 


(M9) MAINTENANCE ROOM 

■ Rom*: Handgun Bullets, Acid Grenades 

■ Monster*. Three zombies 

A', iis!i,il, kill the n.r.ly zombies .Hid grab the 
Bullets. If you have the lockplcks, unlock the 
cabinet with acid rounds. Go back Into the 
basement and through the door next to the 
place you found the Grenade Launcher. 

(M9) POWER ROOM 

■ Roms: Arrows 

■ Monitors: two Bandersnatches 

Kill the Banders; grab Arrows. Run back to 
the sewers and take the elevator to the 
second floor. Use the ID card on the door 
and enter. 

(M8) SURVEILLANCE 

■ Roms: Two Green Herbs, Grenade 
Rounds, Jeep Medal 

■ Monsters: IVvo zombies 

■ Spoclal Interest Security Camera 
Computer 

Grab the Grenades and Herbs Inear the 
giant console) Get the Jeep medallion and 
access the surveillance camera from the 
main console. Zoom In on the picture on 
the wall. Note '1126' scribbled on the 
picture. Now run to the MTFs main hallway; 
use the access card on the sealed door that 
leads up to where you first found the 
Crossbow. Access the panel and enter the 
code “1126" to get In. 

(M8) LABORATORY 

■ Rems: Grenade Acid Rounds, Painting 

■ Monsters: I Ive Alblnolds 

Grab the acid rounds and the painting. An 
Alblnold escapes and the security computer 
attempts to seal off the lab again, tou have 
30 seconds to run downstairs Into the main 
hallway. Head to the Painting Room (where 
you found the Blue Shield). 

(M7) PAINTING ROOM 
■ Rems: First Aid Spray, Gold Key 
Place the painting on the wall to reveal a 
scale model of the whole Facility. First Aid 
Spray Is In a drawer (you need Rodrigo's 
lockplcks to open It). A Gold Key Is In the 
model. Grab It and run to the Palace. 


QUICK 

TIP 


Ashbury Family 
Portrait Room. 
Pross In tho 
following ordor: 



(M4) PALACE FOYER 

Run In the door behind the computer Go to 
the end of the hall and use the Gold Key on 
the last locked door. 

(M9I ASHBURY FAMILY 
PORTRAIT ROOM 
■ Rems: r<i;d Ant Figurine 
The puzzle Press a button on each painting 
(seven In all) In a specific order to unlock a 
secret panel. The first painting Is on a raised 
platform; we'll call It painting »1 la portrait 
of a young Alexander). Facing painting 
number # 1, go clockwise around the room 
and number the paintings In order until you 
get to the final painting painting »7 Press 
the buttons on each In tho following order 
Painting H 2, 5, 7, 4, 6, 3,1 If you did It 
correctly, Painting »1 should slide away to 
reveal a vase. Take the vase and Inspect It in 
your Inventory to reveal a 
Ant Figurine hiding 
Inside Take the figurine, 
and run up to Alexia's 
Bedroom In the 
Private 

Residence makt 




PRIVATE 

residence 

2F 


fcMttte. KVwrrl. 



l) Tho croopy Bate. Motol-liko ro.ldonco of tho .1 


ete 


F err*** 

*vau*s 


Playstation 2 



























































SPECIAL EDITION: PLAYERS GUIDE E 




$ uurlkthrdugh 


—j—j—[—i !* 

loft 

PRIVATE 

residence 

4F 


PRIVATE 

RESIDENCE A-mcy 
3F 


. &«**** 

■Jypewnttr 




, ot more evidence of |u.t how crecKore the A»hfonJ. .re. 

(Mil) ALEXIA’S BEDROOM 

■ items: Record 

Place the Red Ant Figurine on the music 
box and It opens to reveal an old-style 
record. Grab the phonograph recort and run 
into Alfred's bedroom; Insert the disc In o 
Alfred's music box to reveal a ladder. Climb 
the ladder. 

(M12) ATTIC 

■ items: Green Herb, Dragonfly Key 

Grab the herb and pick up the toy dragonfly 
Inspect the dragonfly to find a key. Insert it 
Into the ant painting to turn on the carousel. 
The carousel will spin around and reveal 
another ladder going up, Again, clamber up 
the ladder. 

(M12) LOFT 

■ Items: Handgun Bullets, Ink 
Ribbons, Airplane Medal 
■ Special Interest Ladder 
Grab the bullets and Ink ribbons, 
, then push the ladder up against 
the bookcase. Use It to grab the 
Airplane Medal. Make your way 
down to the bedrooms and It's 
here you watch a cut-scene. 

Make sure you have hold of the 
three medals ISubmarlne, Jeep and 
Airplane), then go to the airport 
office and take the door nearest to 
the aquarium. 


\ 


15yI) 3 ra B u R lics E room 
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S™ R u R un Bullets, G re nade^o 

Gre c n J| e J| b |nterest-Typewriter,Storage Box 
elevator so Ml' *»* to* ouBlde 


jggESSri 

easily, then continue to the plane to escape. 


(either First Aid Sprays or Green/Red Herb 
combos) and your best weapons. Go 
through the door that leads to the 
area of the plane, and find the Tyrant waiting 
for you - he's not too happy. _ 


(M6) HANGAR 

Place the three medals Into the control box 
to activate the elevator. Board the Airplane. 

(M13) AIRPLANE 

■ items: Platform Lever 

■ Special Interest Typewriter, Storage Box 
Steve tells you that the plane cant take off 
until the bridge Is raised. Grab the l£ver and 
run back out to the cargo room, ride up the 
elevator again, past the crane controls and 
through the other door. On top of the bridge, 
use the Lever on the control box, but don't 
activate the bridge yet. Run through the 
opposite door. 


BOSS - TYRANT 

There are two ways to defeat the Tyrant. 

Both Involve hitting a switch near the door 
you entered from, which releases a box that j 
will knock him from the plane. Release the | 
box three times (there's a time delay while It 
resets) or only once If you've weakened him 
with weapons. Just avoid his attacks, which 
consist of one dashing blow and a slow (but 
damaging) swipe. The best bet Is to use 
grenades or explosive arrows until he is 
staggering about, then quickly release the 
box and he'll fall from the rear of the plane.. 
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(M14) ANTARCTIC 
TRANSPORT TERMINAL 

Claire and Steve must now find a way out of 
Umbrella’s Antarctic base. Run to the right 
and down the ladder; keep running down 
the catwalk and enter the door next to the 
stairs leading down. 

(M14) BARRACKS 

■ items: Three Handgun Bullets, First Aid 
Spray, Explosive Arrows, Ink Ribbon 

■ Monsters: Four zombies 

■ Special Interest Transport Terminal Map 
Grab ink ribbon (behind bunks), arrows (on 
table) and bullets (on shelf). Search around 
the wall to find the map. More bullets (on 
bed) appear when the camera angle 
changes; grab bullets and First Aid Spray in 
the locker. Kill all the zombies that come to 
life and head downstairs. 

(M14) HALLWAY 

■ Monsters: Giant Moths 

Run down the hall and go left. Giant moths 
attack. Don't let them hit you; they’re 
poisonous. Enter the door on the right. 

(M15) WAREHOUSE 

■ Monsters: Three zombies 

■ Special Interest Conveyor Belt, Control 
Panel. Kill zombies; run around machinery 
to a door marked “Weapons’ and enter. 


(M15) WEAPONS ROOM 

■ Items: Container Room Key, AK-47, 

Doorknob 

■ Monsters: Four zombies 

Kill zombies-, grab the key on the floor. An 
AK-47 machine gun Is In a green locker near 
the back of the room. Use a Doorknob 
found In a zombie's dead hands on the 
locker next to It (It wont open Just yet). Enter 
the warehouse, go up the steps and use the 
Container Room Key on the door. 

(M15) CONTAINER ROOM 

■ Special Note: Gas Valve 

Nothing In here but cylinders of gas. Run to 
the other side and exit 

(M15) GENERATOR ROOM 

■ Items: Two Handgun Bullets, four Green 
Herbs 

■ Monsters: Three dogs 

■ Special Interest Generator Control 
Panel, Light Switch 

Kill the dogs first then search the room. 
Grab ammo and herbs and run under the 
back platform to activate a switch. Turn on 
the generator at the control panel to 
restore power to the whole base. Quickly 
make your way back Into the warehouse 
and go through the door with the letters 
'B.O.W.' on them. 


(M15) B.O.W. ROOM 

■ Items: Two Handgun Bullets, Arrows, 

Green Herb, UPC Label, Gas Mask 

■ Monsters: Three Giant Spiders 

Here, two giant spiders will go for the kill. 

Use heavy ordnance (the AK-47 is a pretty 
good choice) to stop them before they can 
poison you. Watch out for the third spider 
sneakily hiding under the grating Grab hold 
of the Gas Mask from the wall panel near 
the entrance. Pick up the UPC Label from 
the crates. Enter the warehouse. 

IM15) WAREHOUSE 

■ Special Interest Blue Herbs 

■ Monsters: Moths 

Slap the UPC sticker on the box next to the 
conveyor control panel and turn the 
machinery on. Exit the warehouse, into the 
hallway. You now see a permanent pot of 
Blue Herbs (good to remember if you're 
running low). Take a left Into the transport 
base office. 

(M15l TRANSPORT BASE 
OFFICE 

■ Items: Arrows, Green Herb, Ink Ribbon, 
Flowerpot/Crane Room Key 

■ Special Interest Typewriter, Storage Box. 
Locked Curio Cabinet Bookshelf, 

Locker 
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p ra h Items; save. Push the bookshelf behind 
rhp desk into the wall to reveal a secret 

ssassst- 

run back up to the catwalks; enter the 
doors by the ladder 

(M14) CATWALKS 

door at the end. 

(M14) CRANE ROOM 

■ items: i -vvny Pipe Wheel 

■ special Interest Steves pWjflJ* 

Go into the Pump Room through the 
“^edoo,.G ra b.he J -»*Pl«r« l 
andexlt back into the Crane Room, art- 
scene Now. turn off the gas 'nthewntainer 
room Problem, you have a valve wheel, but 
H's a 4-way plug and unfortunately you need 
an 8-way plug Run down the catwalk and 
enter the door on the opposite side. 

(M14) WORKSHOP 

■ items: Two Handgun Bullets Green Herb. 
Blue Herb. Ink Ribbon 

■ Special Interest Drill Machine 

Grab items insert the 4-way valve wheel in 
the retooling machine at the back of the 
room, and It becomes an 8-way plug 
Return to the lower warehouse Room and 
fight five zombies to enter the Container 
Room again Make sure you have the Gas 
Mask in your Inventory. 

(M15) CONTAINER ROOM 

■ Items; Sniper Rifle 

Run to the Valve Handle; use the 8-way 
wheel to shut off the gas Cut-scene. Climb 
down and grab the Sniper Rifle, then Jump 
Into the digging machine iNote: store 
Grenade Launcher and Grenades In the 
closest storage box before getting into the 
digging machine. Claire wont need them-, 
best to keep them safel. 

(NOT ON MAP) HELIPAD 

■ Items: First Aid Spray 

■ Monsters: Nosferatu 

Grab the First Aid Spray. Run for the ladder, 
watch the cut-scene then prepare to fight 
the gimp. 
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|M16| As Chris tntsrj tfw tray. 


BOSS - NOSFERATU 

Zoom m and aim directly for his heart with 
the Sniper Rifle If you don't get him with the 
seven sniper bullets run and use any other 
weapon on him until he dies If he gets 
close he'll throw poison spores or try to 
push you off the rooftop Cut-scene: you 
assume control of Chris Redfleld as he 
arrives on Umbrella Island. 


(M16) SECRET CAVE ENTRANCE 

■ items: Arrows Green Herb, ink Ribbon; 

■ Special Interest Typewriter. Storage Box. 
Wall Sculpture 

Chris starts with only one box of ammo, a 
First Aid Spray and the handgua Cut-scene 
Rodrigo is eaten by the MTFs worm. Grab 
items get grenade launcher from box and 
head through the door. 

(M16) UNDERGROUND PASSAGE 

■ Items: Green Herb, Blue Herb. Arrows 
Handgun Bullets Lighter (optional). Dual 
Uzi’s (optional) 

■ Monsters: Giant Worm 

That big old worm is back again. Kill It and 
It spits out Rodrigo and his Lighter. Run 
back to the cave entrance and equip the 
Lighter near the sculpture to receive Dual 
Uzi’s Go up the elevator in the 
underground passage. 



(M7) MTF GARAGE/MOTOR POOL 

■ Monsters: Three zombies 

■ items: Handgun Bullets 

Kill zombies; run outside into the Motor 
Pool. Go to the rear of the tank and hit the 
button. It’ll move forward to reveal a secret 
elevator. Grab the Handgun Bullets next to 
the elevator and descend. 

(M9) HALLWAY 

■ items: Shotgun Shells Green Herb, Blue 
Herb. Battery 

■ Monsters: Two Giant Spiders 

Grab Items including Battery. Giant 
Spiders attack avoid them. «# 



Zombie 

Ytrnr standard undead fools - slow, 
stupid and noisy. Usually found in 
packs. Best weapon to use on them 
is the handgun or flaming arrows. 
Don't waste your best weapons on 
zombies unless you’re completely 
surrounded by them. 


Dogs 

Hellhounds are the speedy antithesis 
of zombies and always attack In 
packs. Listen for their howls, put your 
back to the wall and let them have it 
with one blast from the shotgun, or 
take them out with a half-dozen 
rounds from your handgua 


Bandersnatch 

Nightmarish new creatures with 
hideous right arms that stretch dear 
across a room like rubber bands to 
bash and crush your poor head. Kill 
them from long range if you can, 
using the most powerful weapons 
available in your armoury: 


Hunters 

Fast and unpredictable, they come in 
both ‘normar and poisonous forms 
and are lethal from close range. Use 
knockout weapons like the shotgun 
or grenade launcher, and keep 
shooting ’til they're dead. Handguns 
and crossbows only make them mad. 


Giant Spiders 

Annoying, scuttling arachnids; stand 
still too long and they'll spit a 
mouthful of poison at you. It seems a 
waste but it’s best to use high- 
powered weapons like the shotgun 
or grenade launcher to exterminate 
them fast 
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(M9) OFFICE 

■ items: Shotgun Shells, Handgun Bullets, 

Acid Grenades, Green Herb, Ink Ribbon, Gold 
Luger (optional) 

■ Special Interest Storage Box, Typewriter, 

Drawer Puzzle 

Grab Items; save game. Open four drawers 
in this sequence: red, green, blue, bottom, to 
reveal a Gold Luger (useless otherwise, It 
unlocks Steve In Battle Mode if you put In a 
storage box). Go up the elevator into the 
garage; put the Battery on the cargo 
elevator and ride upstairs. 

(M8) UPPER GARAGE 

■ items: Refrigerator Key 

Run left; grab Refrigerator Key on the table 
and run through the door. 

(M8) HALLWAY 

Cut-scene. Go through the only unlocked 
door available. 

(M8) OUTER LAB 

■ Items: Walstpack, Arrows 

■ Monsters: Three zombies 

Kill zombies; grab arrows and Walstpack 
Run to the hallway and take elevator down 
to the basement. 

(M17) SEWERS 

■ Items: Shotgun, Handgun Bullets, two 
Red Herbs, Ink Ribbon 

■ Monsters: One zombie 

■ Special interest: Shotgun Wall Switch 
Climb downstairs and remove the Shotgun 
from the wall. Grab items and run through 
the door. 

(M9) INCUBATION LAB 

■ Items: Green Herb, AK-47 Magazine 

■ Special Interest Incubation Control 
Panel 

Grab herbs; run upstairs. Access the Control 
Panel to lower an incubation tube. Grab 
magazine for the AK-47 on top of the tube. 
Head out through the other door. 

(M9) POWER ROOM 

■ Items; Doorknob 

■ Monsters: Two Hunters 

Pick up the Doorknob and kill Hunters with 
shotgun or Grenade Launcher. Run through 
the door with a red light over It 

(M9) CHEMICAL LAB 

■ Items: Blue Liquid, Handgun Bullets, 
Shotgun Shells, Red Herb, Blue Herb 

■ Monsters: Poison Hunter 

Grab items; use Refrigerator Key to examine 
the fridge. A temp gauge appears. Set temp 
to 128 °C to obtain Blue Liquid. A Poison 
Hunter attacks; flee to the second floor lab 
where you found the Waistpack 


Claire Redfield 

After escaping 
Raccoon City In Resi 
2, Claire is captured 
by Umbrella when she 
Infiltrates their Paris 
HQ In search of her 
missing brother, Chris. 
Knocked unconscious, 
she awakens in a 
prison cell located on 
a secret Umbrella 
island base. Now, 
Claire must use her 
considerable 
resources to escape 
the island. 



Chris Redfield 

The hero of the 
original Resi and a 
member of the elite 
S.TAR.S police force. 
Missing in action since 
the first game, Chris 
arrives at Umbrella’s 
island HQ after a tip 
off that Claire is held 
captive there. As 
usual, he always 
seems to be one step 
behind his sister. 


M 

Steve Burnside 

Steve’s father is an 
ex-employee of 
Umbrella who was 
discovered selling the 
company's secrets. 

The whole family was 
then imprisoned on 
the island. Emotionally 
scarred as a result, 
Steve’s attraction to 
Claire thaws him out 
and they work 
together to escape 
the island. 





(M9) BOILER ROOM 

■ Monsters: Four zombies 
Turn on the fan to suck toxic gas away. Kill 
zombies, run down the hall into the 
basement Enter Maintenance Room on the 
other side of the boiler room. 


(M8) OUTER LAB 

■ Monsters: One Hunter 

Kill the Hunter; go through the now- 
unlocked door near the stairs. 

(M8) UPPER GARAGE 

■ Items: Handgun Bullets, Model Tank 
Grab Model Tank and ammo; head to IF via 
the elevator. Run Into the Painting Room 
with the scale model of the Facility. 

(M7) PAINTING ROOM 

■ items: Elevator Key 

Place the Model Tank In the model of the 
base to open a secret panel containing an 
Elevator Key. Take it and run to the 
Incubation Lab down in the basement. 

(M9) INCUBATION LAB 

■ items: Wesker's Sunglasses (Optional) 

■ Monsters: Bandersnatch 
Cut-scene. Kill the Bandersnatch, grab 
sunglasses (this unlocks Wesker as a 
playable character in Battle Mode) Head Into 
the Power Room. 

(M9) POWER ROOM 

Key activates the elevator. Take a ride to the 
IF floor main hallway. Then enter the 
Briefing Room on the right-hand side. 

(M7) BRIEFING ROOM 

■ items: Arrows, Shotgun Shells, Acid 
Grenades 

■ Monsters: Four zombies 

Kill zombies; grab arrows shells and acid 
rounds Run through the hole in the back 
office wall and climb down the ladder. 


(M9) MAINTENANCE 

■ Items: Green Chemical, Gun Modification 
Toolbox 

Grab the Green Chemical; Inspect the 
Modification Toolbox on the desk Choose to 
upgrade your Handgun. Return to the Main 
Courtyard and hop in the elevator that takes 
you to the Airport 

(M6) SERVICE ELEVATOR 

■ Special Interest Typewriter, Storage Box 
Save game-, replenish/relieve Inventory. Exit 
into the cargo lift area. 

(M13) CARGO LIFT ROOM 

■ Monsters: One Hunter 

Kill the Hunter and take a ride in the 
elevator to collect some shotgun shells In 
the Hydraulic Control Room. 

(M13) HYDRAULIC CONTROL ROOM 

■ Items: Shotgun Shells 

■ Monsters: Three zombies 

■ special interest Bridge Control Puzzle 
A puzzle. Press buttons in the following 
order. 3,3, 3, 5,10, 3 , 5 to restore bridge 
controls. Kill the zombies and find Shells 
near their corpses Run to the bridge and 
lower it, take the elevator down and head 
for the bridge area. 

(M13) BRIDGE 

■ Monsters: One Hunter 

Kill the Hunter and cross the bridge back 
Into the office. 

(M6) AIRPORT OFFICE 

■ Monsters: Three zombies 

Kill the three zombies and enter the 
door next to the aquarium. ^ 
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(M6) AIRPLANE HANGAR 

■ Items: Submarine Medal, Jeep Medal, 
Airplane Medal 

■ Monsters: One Hunter 

Kill the Hunter; turn power to the Control 
Panel off via the main computer Retrieve 
Claire's three medals from the Airplane lift 
and return to the Painting Room In the 
Military Training Facility. 

(M7) PAINTING ROOM 

■ items: Two Shotgun Shells, 

Green Herb 

■ special Interest Secret Panel 

Put the three Medals Into the secret panel 
(revealed when you placed the Tank Into the 
Facility Model) to uncover a switch. Press It 
and the model slides Into the wall to show a 
ladder leading down, an herb and shells. Go 
down the ladder. 


Kill or avoid are on Chris's 

Sail and down 

another ladder. 

SWeW Crest MgW m me middle of the 
y^edVanadunAlhinott 


ROSS - ALBINOID 

Don! waste ammo W 

Pirk ud the Blue Shield Crest and then get 
out*sharpish. The Alblnoid may electr ^ cu ^ 
you but he can't kill you ^ ^ Use 
a herb and return to the Office with the 
Storage^ox. near the locked double doors 
with the Shield Crest Impression. 


(M9) OFFICE 

■ items: Purple Chemical, GoidenAxe 
Access the storage box. Remwe Blue and 
Green Chemicals and combine them to get 
a Purple Chemical. Combine Purple 
Chemical and the Blue Shield Crest to bum 
away the metal until you're left with a 
Golden Axe. Leave, and use the Golden Axe 
on the door in the hallway to open It. Cut- 
scene: return to Antarctica. 


, M 14l ANTARCTIC TRANSPORT 

BMonstersrTworentacles^^ ^ an(J 

plane crashed !; S t L. they withdraw. 
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downstairs into the hallway. 

(M15) HALLWAY 

:rrmrand°er b .he S o«. 

IM15) OFFICE 

■ items: Die, lnk R ' bbo ^ a xe-shaped wall 
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(M14) WORKSHOP 

■ items: Shotgun Shells, Suitcase 

:ro:r 8 rsh* b ands U hcas, f lt,o 

SecaSksInd enter the ConjalnerRoom 

where Claire has already shut off the gas. 

(M15) CONTAINER ROOM 

■ items: 8-Way Valve Wheel 

■ Monsters: Five zombies 

Grab Valve Wheel; zombies attack. Run to 
the broken area of the catwalk (along the 
left) and )ump onto the Ice, scramble 
up the other side and enter the door. »«P* 
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(M19) Alexia's laboratory; the starting place of so much trouble... 



(M14) HALLWAY 

■ Monsters: Hunter 

A Seeker detects you and calls In a Hunter. 
Kill him before he can attack and run to the 
end of the hall and Into the elevator. Head 
down Into the courtyard. 

(M18) COURTYARD 

■ Monsters: Hunter 

Kill the Hunter and take the door across 
from the elevator. 


(M18) BASEMENT HALLWAY 

■ Items: Two Green Herbs, one Blue Herb 

■ Monsters: Six zombies 

Kill zombies; grab the herbs and enter the 
■High Voltage' room. 

(M18I EMERGENCY 
GENERATOR ROOM 

■ Monsters: Two Handgun Bullets, two 
Shotgun Shells, two Green Herbs, Blue Herb, 
Ink Ribbons 

■ Special Interest Typewriter, Storage Box. 
Generator 

Save your game. Insert the Valve Handle into 
the generator and crank the connection 
together, then run to the other side and hit 
the switch. Lights go on and the electric 
door at the end of the Icy hallway activates-, 
run through It. 


WHO'S 

WHO 


Rodrigo 

An Umbrella agent 
and quite possibly the 
only other survivor on 
the island. Rodrigo 
might work for 
Umbrella, but he's a 
decent bloke: he lets 
Claire out of her cell 
so she can escape. 
Unfortunately, Rodrigo 
is very sick and might 
not last much longer 
without medidne... 


Albert Wesker 

Worked alongside 
Chris in the STARS 
force but turned to 
the dark side and 
became his evil 
nemesis in the original 
Resi. Thought to have 
died at the end of the 
first game. Wesker is 
back and seeking 
revenge on the 
Redfield family. 


Alfred and Alexia 


Ashford 


Direct descendants of 


one of the founders of 


Umbrella, the identical 


base and arc hell-bent 
on restoring the 
company to Its former 
glory (by any means 
necessary! The main 
villains of Code, 
veronica expect the 
unexpected with these 


(M18) STATUE ROOM 

■ Items: 4-Way adaptor plug 
Magnum Rounds 

■ Special Interest Map, Statue. Tiger 
Statue, Tiger Eyes 

Push the statue onto the cracked tile near 
the cabinet It'll fall through the floor, and 
conveniently uncover the Map. Run down 
the hallway and remove Eyes from the Tiger 
Statue, tt spins to reveal a 4-Way Adaptor 
with an 8-way attachment on one side and 
a few handy Magnum rounds on the other 
Grab both, and quick! You'll need them soorv 
Head through the brown elevator door 

(M19) COCOON 

■ Items: Dragonfly Wing two Green Herbs. j 

■ Monsters: Moths 

Exit the elevator, go down the hall and onto 
the catwalk. Run left through the door. 

lYiiyj INNER OFFICE 

Items: Handgun Bullets, two Green Herbs 

■ Monsters: Four zombies 

Kill zombies; get bullets, herbs and exit the 
room. Run to the opposite side of the 
catwalk and head inside 

(M19) ALEXIA'S LABORATORY 

■ items: Alex's Ring 'Blue Jewel 4-Way 
Valve Wheel 

■ special Interest Alexander Ashforos 
corpse Die Puzzle 

Log on to the computer; view the die 

clockwise to get the correct code AA 

Crown. Heart Spade. A slot oper^P^et^ 

die inside and the incubation 

Alfred's corpse emerges Take 

inspect it it becomes a Blue I** 0 " 1 

to the Generator Room grab toe 8^ay 

valve Wheel and combine it 

adaptor to get a 4-way vahre VitoeelS^ 

how that works 7 Now youtttetoe«« 
Wheel and Fire Extinguisher back to toe 
courtyard where toe elevator is 

(M18) COURTYARD 

■ items: Two P’TlgonlV wings _ 

With lights on. you see 
Wings in toe 

iPtum through toe halfway and ba*. 
up the elevator 
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t denouement takes place In a rather familiar location 




QUICK 

TIP 


doorknob during Claire's adventure! and 
grab the bullets Inside. Exit and return to the 
upper warehouse catwalks. 


(M14) HALLWAY 

There are Seekers placed in the Hall, so be 
careful to avoid them. Now, head through 
the double doors alongside the wall. 


(M14) UTILITY ROOM 

■ Items: Crane Key 

■ Special Interest Fire Extinguisher Foam, 
two Elevators 

■ Monsters: One Hunter 

Take the elevator at the back of the room. 

Use the Valve Wheel on the 4-way plug to 
drain the aquarium Climb down for the 
Crane Key. Kill the Hunter, go down the 
small elevator and press the flashing blue 
button near the second lift to raise the 
foam. Refill your Fire Extinguisher and take 
the second elevator down. 

(M15) WEAPONS LOCKER 

■ Items: Magnum, Plug three Handgun 
Bullets 

Extinguish the fire; grab the Magnum on top 
of the conveyor belt box and run to the rear 
of the room to equip your lighter. Now, open 
the broken cabinet (the one with the loose 


(M14) UPPER WAREHOUSE 

■ Items: Emerald Earring/Green Gem 

■ Monsters: Massive Spider 

Use the Crane Key to start the crane Grisly 
cut-scene: then duel a Really Big Spider. Use 
Flame Rounds to kill It In two hits Grab the 
Emerald Earring on the Ice: Inspect it to get 
the Green Gem. Return to the courtyard 
where you found the Dragonfly Wings and 
enter the mansion’s doors 

(M20) FOYER 

■ Items: Knife 

■ Special Interest Claire’s goo-lfled body. 
Ashford Family Painting 

Go upstairs; grab the Knife on the landing 
Head to the small alcove behind the 
staircase and use the knife to free Claire Ilf 
Claire has been Infected then see the Quick 
Tip on the right for the solution). 


Serum 

If Claire has been 
poisioned then you 
need to get the 
Serum. Go back to 
the elevator and ride 
it to B1F. Once here, 
go to the Utility Room 
(M14) where you 
found the extinguisher 
foam. Take the lift 
down. Kill the three 
zombies, then grab 
the Serum off the 
shelf right next to the 
lift. Now take it back 
to Claire to cure her. 
Watch the cut-scene 
and you'll regain 
control of Claire. 


(M20) OFFICE 

■ Items: Handgun Bullets, Shotgun Shells, 
Green Herb, Red Herb 
Special Interest Typewriter, Storage Box, 
Shotgun Wall Switch 
Grab Items and health power-ups. Exit 
out the opposite door. * 
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(M20) HALLWAY 

■ items: Arrows, Grenades 

■ Monsters: Two Tentacles 

Shoot the tentacles until they retreat Two 
display cabinets can be moved to find 
Arrows and Grenades. Go through the door 
right at the end of the hallway. 

(M20) DUNGEON 

■ items: Two Arrows. Glass Canonball/Card 

Key 

■ Monsters: One zombie 

■ Special Interest Stone Press, Cannon 
Kill the zombie-, go upstairs. Grab arrows in 
the open cell and Inspect the cannon. Crank 
the barrel downward and a Glass Cannonball 
with Card Key falls out It activates a 
crushing device. Take care here! Quickly put 
down the glass cannonball to smash it 
Move away and then rapidly retrieve the 
Card Key. Run downstairs through the door 
closest to the one you first entered through. 

(M20) INNER COURTYARD 

The Card Key opens the closed gate; run to 
end of passage. Cut-scene: then another 
boss fight 


BOSS - STEVE 

Tyrant-Steve cannot be killed, so just run like I 
hell back the way you came. Keep running! 
Run, run, run! Two hits and you've had It 
After you've escaped there's another cut- 
scene and then you're Chris again. 


(M20) MAIN FOYER 

■ Items: Red Gem 

■ Monsters: Alexia 1 
Prepare to fight Alexia’s first form. 


BOSS - ALEXIA 

Alexia walks forward Ilf she touches you, 
you're dead! flinging acid (which flares into 
flames for a brief period of time). Shoot her 
with the Magnum and keep your distance 
until she drops, but remember: she can walk 
1 through flames, and you cant Pick up the 
Red Ring and view It to reveal the Red Gem. 
Upstairs In the foyer, place all three gems 
into the family painting to reveal a secret 
door. Go inside. 


HALLWAY 

■ Items: Two Green Herbs 

■ Monsters: Four zombies 

Kill the zombies and enter the first door on 
Chris's right 

COMPUTER ROOM 

■ Items: Two Green Herbs. Dragonfly Wing 
Grab herbs; get the Dragonfly Wing Go 
down the hallway and through a new" door 
to the left of Alexia's bedroom. 


(M20) DUNGEON 

■ Items: Veronica Key Card 
Cut-scene You've got the veronica Key Card 
Go upstairs and use the Dragonfly Key to 
enter a new area 

(M20) CONTROL ROOM 

■ Items: Green Herb 

■ Monsters: Two zombies 
Kill zombies, grab herb and ■ 
head upstairs. Initiate the 
computer's self-destruct 
sequence to blow up the 
base within a set amount of ^ 
time - the password is 

V£JLO MCA Go back to the Dungeon 
area for your Anal showdown. 


(M20) FINAL BOSS - ALEXIA 2 
■ Items: B O W Gun 

Shoot Alexia (preferably with the Magnum) 
so Claire can escape. Alexia morphs Into a 
pile of goa keep shooting until she winds 
up with a tentacle. When she sends out the 
tiny critters to attack you, just aim low. Her 
lower body disintegrates and her upper 
body takes to the air. Grab the B O W. Gun 
from its cradle and take your best shot 
She's mobile, so aim well. You only get one 
try before she attacks with acid, but one 
shot is enough- Enjoy the ending 


OFFICE 

■ Items: First Aid Spray, Shotgun Shells. 

Foyer Key, two Tiger Eyes 

■ Special Interest Typewriter 

Grab shells, spray and Foyer Key (inside desk 
drawer) and return to the main foyer where 
you fought Alexia. Unlock door with the 
Foyer Key and run to the Generator Room. 

Use the Valve Wheel to turn off power again, 
then run back to the Tiger Statue. With 
power off, the statue cant move when you 
remove gems. Grab Red and Blue Tiger Eyes 
Go upstairs to the replica of the private 
residence hall and enter Alfred's room. 

IM201 ALFRED AND ALEXIA’S 
I BEDROOM 

■ Items: Phonograph Record 
Place the Blue Tiger Eye on the music box, 
head into Alexia’s bedroom and place the 
Red Tiger Eye on her music box to be able 
to grab the Phonograph Record. Return to 
Alfred's bedroom and place the Record into 
his music box to reveal a secret ladder: 
climb up it. 

(M20) CONFERENCE ROOM 

■ items: Handgun Bullets, two Green Herbs 
Dragonfly Body (Dragonfly Key) 
j Grab bullets, herbs and Dragonfty Body 

tfrom the pail on the table), then return to 

the computer room. Exit out the opposite 
door Into the hallway leading to the 
Dungeon. Run into the office to combine 
the Dragonfly Body with four Dragonfly 
Wings to make the Dragonfly Key. Push a 
sheff aside and place the Shotgun on toe 
rack to get toe grenade flame and g rena< ? 
acid rounds Grab your best weapons with 
the most ammo. Fill out your Inventory wWi 
rviuupr-iins leaving just one slot open. 



BRTTLE mDDE 



Complete Code: Veronico on any ^^^to the We 

automatically sawat the ^ed be*w are aH the 

H opt,on .MnHp Check 'em out. 


£X a yrcSS Battle Mode. Check 'em out. 


L Unlock the first-person p< 

Sniper Rifle. 

* unlock Steve Bun**** 

The correct sequence to open the drawer is. Reo. ureen. 

unlock «b.U W«k.r ***** *«" ** *°“ " "“ 

incubation lab. 

ranking to unlock her alter-ego. 

alternate version of Chris Redfidd. 

6. Unlock Uno» 
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The makers of Resident Evil have returned to the 
gruesome world of survival honor with this ultra- 
stylish action epic. In our packed guide, we present 
an entire walkthrough, expose every secret mission 
and reveal more than a secret or two.. 


^Publisher: Capcom Eurosoft Developer: Capcom Price: £39.99 Players: 1 


The fluidity of the combat combined with some of the most Impressive 
visuals ever seen make this a landmark PS2 title. Even beside all his 
previous survival horror creations, this stands as Mlkaml's magnum opus. 



The stunning gothic vfeuah will Like your btenlh , w<1¥ - 


From rock to baroque n keeps tiro atmosphere on a knife edge 


Fast furious and sublime horror adventuring 


The game's one haw - It can be completed in a weekend 



devil mRy CRy 



Objective: Break the evil spell and open the cursed door. 

Blue orb fragment locations: 

• As you walk up the steps towards the castle, lump onto the 
small overhanging bridge and Into the small tower. 

• In the great hall on the first tier next to the huge statue. 

• Behind a suit of armour In the room directly after the door you 
unlock with the orbs. 

• You'll find this one In the left pool of water In the room with the 
three-slot mechanism. 

• On the wing of the plane. 

Secret missions: 

• None 

Ascend the pathway to the castle and pick up the yellow and blue 
orbs along the way. When Dante enters the castle he'll bec ° me 
locked In the main hall and must acquire 45 red orbs In order to 
open the first door. This should prove no trouble though as they 


SRTHNC SECRETS 


to be found scattered around the floor and on the two tiers - you 
will have to use your kick lump to get to the balcony obscured by 
the fallen rubble. By exploring this first area you'll collect enough 
red orbs to open the door, plus a blue orb fragment for your 
troubles When you have enough orbs proceed to the red door at 
the back of the hall and use them to break the evil seal. 

In the new room, slash the suits of armour to reveal some 
hidden red orbs (In fact be sure to slash anything not connected 
to the scenery as the chances are they will also reveal hidden 
items). Next, go through the second door and take the spiral 
staircase upwards You will now encounter a pack of Marionettes 
but they are Inanimate for the moment. Jump up through the small 
hole In the ceiling and take the RUSTY KEY from the Marionette 
stood motionless In the comer. They will now all judder to life and 
you'll be able to get down to some serious slaughtering Kill 
anything that moves with your sword attacks and be sure to pick 
up every red orb they release. The room Just off this one has 
nothing of Interest at this particular time, except for a blue orb In 
the left water pool, but you can re-enter this set of rooms 
repeatedly to get more Kills/orbs. 

Take the RUSTY KEY back down to the main entrance hall and 


•II— —. , hp „me under certain conditions first. This w 
in Devil May Cry but you've gotIking the game extremely hard indeed 


normally be so bad, but C 


snsi.»«»«"«">«» sms. 

unlocked for all you wussos. 

Hard difficulty and an opt ion 

Successfully complete all the standard 

for the Hard difficulty setting will be unlocked. 

Legendary Dark Knight . undcr ^ Hard 

Successfully complete all the stand ard ^_ ^ Knight modc 

difficulty sotting and an option for Legendary 


more than a match for this one. 

be unlocked 

rr 


use It on the side door. In this new room youll notice more 
Marionettes. a plane and another door. The door cannot be opened 
until you defeat all the enemies, but seeing as they haven't yet 
sprung to life, it appears you have to perform an additional task 
first Jump onto the wings of the plane to obtain the blue orb 
fragment and then jump onto the propeller for a secret stash of 
red orbs Then slash the suits of amour In the comer. A concealed 
lift will now be revealed and you can activate It by using repeated 
slashing moves on the stone dial. 

Take the lift down and then go to war against the enemy 
There are several to kill here and reinforcements soon arrive When 
every enemy has been killed take the lift back up and vanquish 
the remaining enemies When the room is clear of evil the spell on 
the next door will be broken, meaning you can exit 


Objective: Open the door to the CathedraL 
Blue orb fragment locations: 

• Behind one of the destructible tables In the first door on the left 
(the Time Statue room). 


*u begin the level In a long corridor. Go through the dew ontbe 
left into the Time Statue room, m here you can yr ' isf1 ^ ^ 
to reveal some red orbs and an extra blue orblearethfc 
and proceed right to the otherend of the . 

statue and a cut-scene will Introduce you to vour new weapon 

thC ^totirrough'the door next to the statue and take the RUSTY 
use the RUST. KEY on the previously locked door halfway do* 

the corridor for a new area h «** 

you will now tn'm a large courtyard with • 
middle. Kill all the Marionettes and jump onto tfx feu t, ■. 
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The way to attack 
Phantom Is to 


* ' 

jump on Ns back 
and slash away 
with your sword 





/Imp Shadow vHth 
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The Knight la 
surprisingly easy to 
defeat. Use jumping 
attacks while charging 
your Devil Trigger 
gauge, then make the 
transformation and hit 
him wfth everything 
you've got.. 


Ot^cdvaShoyythaOooyoot 

squirt tha Malanchoty Soul 

jDovt itv# <too*v*iy 

Sacrat mlwtona. 

• wwMdoin B.»Ia 

• phantom Baby lil 
#thiaa Beasts 

_, , h .i.xMwav to Shadovy's lair. Go 
*mi yd* s*«rt «* n ' wilon ^ h(S , SCCK .| mission - a good 
,>ack mho that huge ««JJ» ^ ^ supplies is to keep 

technique « you n „ K c the quota before the 

S^oSTtS yyay youl. get ..most an mnnRe amount o. ort* 

^ H^!d bacMo^^^^^^ 4,on * th* Shadow vdH 

s'jsrirrr.srrir^ 

m. iSS Of UON on the lomefleW This will now cleat mveallng a 
IJIi statue, hit this three times and youll have another htroclous 
boss to contend ydttv 

and lurtous. so you ll need to stay on yout 
toes to ev.Tde its constant batmge ol attacks. Shadow can warp to 
ShNent turnons and attacks usi.\g pmWng spikes One technique 
tor beating H involve arming yourself with the SHOTGUN and 
iiimnmg uo to the tier From here you can Inflict a hefty amount ot 
danwfio from a sale distance - Shadow may eventually And its way 
up hern but it H does simply lump back down and it will tollow you 
yyhen Shadow has taken a certain number ol hits. It will split to 
mveal an orb - when this occurs. 8« In close, activate your Devil 
Trtgscr and attack the orb Delore Shadow reforms and continues 
the assault keep repeating this process and eventually the hound 
ol he« with crumble 

Once you have defeated Shadow, go through the door above the 
Hon statue and youll emerge on the slalrcase Jump over the 
banisters and drop down to the dank sewer area Here you II seo a 
platform in the centre ol the room with a stone dial In the wall 
Attack this dial wtth your sword and then quickly stand on the 
platform It Is a lift and will transport you upwards where you can 
lump to an ad|accnt platform to obtain the DEATH SENTENCE 
decorative sword 

Jump back onto the staircase and go down through the set ol 
double doors leading into the bedroom. Once Inside, lump on top 
ol the four (roster bed to receive some extra red orbs, then use the 
DEATH SENTENCE on the small statues to the side ol the door, tou 
will now receive the MELANCHOLY SOUL and a cut-scene will roll 
Follow the sinister knight through the window and youll emerge In 
a courtyard where you have to fight him, 

Defeating Nero Angelo 

This guv Is surprisingly easy to defeat - simply try and gel behind 
him and attack with an array of sword combos to his blind side. He 
will retaliate by firing pro|octlles. but these can bo easily avoided by 
lumping Engage your Devil THgger whenever possible and you'll 
make short work ol this sinister being When the Knight has taken 
so many hits, he'll retreat to a higher platform and Invite you to 
light him again However, his attack patterns never change so you 
should easily bo able to defeat him 

While lighting Nero you can do a spot ol exploring On the last 
platform where you fight him you’ll notice a couple ol towers. One 
contains a blue orb fragment - but youll need the AIR RAID or AIR 
HIKE moves to get to It The other tower contains some red orbs 
and an UNTOUCHABLE, which should come In very handy - 
although using It and Items like It. will atlcct your mission grade 
When Nero has been defeated the mission will be over 
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Don't let those | 
bugs, enn. bug 
youl Simply whip 
out your shotgun 

X 


tty repellent. 
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This vile reaper It a 
nightmare to kill because 
you're fighting In such an 
ondosed space Use Jump 
attacks to kill him slowly 
Rush It and you will surety 
wind up dead 


RET ,® N#2: 


When: At the start ot the mission. 

Where: The room where you fought Phantom 
Objective; Defeat 100 Phantom Babies within the time limit. 

This mission Is a doddle. Simply equip your HANDGUNS and dance 
around obliterating all those baby scotpfo'W- With your flirger 
upidly battering that Are button, you should be able to dear an 
.msr ol Phantom Babies In no time at all before moving to the next 
heavily populated area - they tend to be the four comers When 
too ol the scorpions have been killed, a blue orb fragment will 
appear In front ot the exit. 


When: At the start of the mission. 

Where: In the Time Statue room at the far ond of the corridor. 
Objective: Defeat 100 Phantom Babies within the time limit 
without using any weapons. 

As soon as you begin the mission, make short, circular movements 
to wipe out a huge number ol Phantom Babies 
Continue to walk around squashing them underfoot and work vour 
wav towards the hont ol the room As the space is quite confined, 
you shouldn't have too much trouble passing tWS 


□RB-GR5miC 

role to play In the proceedings and there are five In to 


Red: Tire so are the most comnvom kind 

j&L 1 * 

vou have collected enough) and as a currency to pure- 
new Items and skills. 

croon: This l. the holy orb oDMntdby 

health when Inlured In combat * common as 

rrrrjr:sr.sr«--- 

beating these are never too far away 

YOIIOW: This Is the sacred^ 
attempt at his qrrest when the vefl 

him. These orbs can be purchased trebeterew 

always be sure to have at least one. 

BlUG: These orbs muitbe four 

quest and comprise o( J^^J^^your health bar 
parts, they form one orb which Increases v™ 

Purple: These special ^* longer 

thus enabling him to remaki fo hlsden put cost a 

These orbs can be purchased In-between miss 
>t of red orbs 


Phantom just doevn 
Know when to quit Tbult 
meet him on numerous 
occasions throughout 


SECRET MISSION #4: THREE BEASTS 


When: After defeating Shadow _ 

Where Take the first elevator down beneath the plane room 
Objective: Defeat all three Shadows 

Well vou know what you're up against and If one hellish hound 
wasn't bad enough, you* got three ol them! Be smetoure pfonty 
ol rolls and lumps to evade their savage attacks and pepper them 

with shotgun fire. 


room In the top right-hand comer of the courtyard where you 
(ought the original Shadow and recharge It using the statue at the 
end. Once this is done, youll need to fight a second Shadow in the 
courtyard before making haste to that door 


Objective: Defeat the Guardian Demon and get hold ol the 

Guiding light. 

Blue orb fragment locations _ . 

• Above the rum* o» the dead end corridor when you start 


Objective Head forward before the Melancholy Soul runs o. 

of power 

| Blue orb fragment locations 

• None 

Secret missions 

• None 

^ mttsion jMrt,. youll have exactly three minutes to get 

SSSSL - --jjsKrSS^ 

unlocked vou can * rvmist \ns and drop down to tt* 

ami wH.lt complete the mfssloa 


Secret missions: 

• None 

n MI M «* mom * «* a* o”” “ 

n «>d wall md khiH gam a hidden blue «D fragment Now he« 

SIS U< path and through the «mt dexv you cron, fofou 
v |n ttx' tvtie room and one ol the pipes has a Rt 

1 "*:r. 

,, hutt on At ttvs p>Hnt swarms of fosects w 1 ! fiv tret tm 

“K 1 ™ M *»« «» „ 

» to «... W .... 

E3S^=- 

secorktsl and Khh IM-tg WJ^J^lSSen yoTsee the Cvath X, 

but vou can easHv ««**** thb attacked"* you «e 
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Blue orb fragment locations: 

• None 


Secret missions: 

• One-Eyed Demon 


This mission Is similar to five, but with one Key difference; you 
must get to a certain location but Instead of having to contend 
with a time limit, your health Is slowly being drained by the 
GUIDING LIGHT and so you must get to your destination or die. 
Ybur destination is the bedroom, so you must hastily worK your 




Killing woakor onomlos Is a good 
way of boosting your orb 
collection. Wlpo them all out. 
leave the room, come back In and 
kill them all over agalnl 


Scissors readying Its blades . . , 

To kill this loul entity you must lump and aim sword swipes at 
the head, before retreating and timing your next assault It Likes 
lot of time to defeat so dont lose patience and go charging In 
because you'll soon regret It 

When the Death Scissors has been defeated, pick up the 
GUIDING LIGHT to complete the mission 


Objective: Return to the Bedroom before the Guiding Light saps 
all your power. 




way back down the corridors However, along the wayr you'll have to 
contend with Phantom laga.nl and some nape* With any Iuck. 
you would have saved some of those green orbs In anticipation of 
battles like these, so use the same techniques you used in 
previous encounters to defeat them 

When you re back In the tower, use the elevator to raise you 
up to the DEATH SENTENCE platform and then lump across to the 
bedroom Once inside, use the GUIDING LIGHT on the sun panel 
next to the mirror. When It opens examine It to complete this 
simple mission. 


SECRET MISSION #5: 
ONE-EYED DEMON 


When: Before you leave the sewer. 

Where: In the pipe room where you obtain the RUSTY KEY in 
mission six. 

Objective: Let one Kydops kill the other. 

The idea is to get between the creatures so that they unleash 
nreballs at you. and then to jump out of the way at the last second 
so they strike each other. Vbur health Is still being drained by the 
GUIDING LIGHT and you cant afford to take too many hits, so avoid 
their claw attacks like an anthrax-laced letter. Another good 
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The grim reapers aro 
tiresome to kill as 

they move about so 

much, but it's worth 
persevering bocause 
they always drop 
loads of bonus orbs. 
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Be sure to buy new 
powers as soon as 
you can afford them 
as they make life so 
much easier. 
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Objective: Activate the Switch and make your way out of the 
rooftop. 

Blue orb fragment locations: 

• On a ledge above the horse statue where you find the Trident 

• In the right pool when you cross the barricade. 

Secret missions: 

• None 

There Is time to have a breather between missions seven and eight 
because the mission will only begin once you lump between the 
ledges over the great hall and exit through the door at the end. So 
use this time wisely to backtrack and collect any Items you've 
missed, or slaughter a few enemies to bolster your red orb 
collection - call It a brief respite before the action ahead. If you're 
after a decent time then don't worry, as your mission eight time 
will not be calculated during this period. 



□evil mRy cRy 


THRTS RRNK 


Unsuro of what to do 
noxt from this 
courtyard? Easy, simply 
go through tho 
highlighted doorl 



When each mission In DMC Is completed, you'll be assossed on your performance and rankod accordingly. Tho rank you arc 
awarded ranges from a 'O' (the worst) to 'S' (the bost) and you will receive bonus orbs for getting higher ranks. If you obtain 
tho maximum mission scoro of 1500 points, you’ll rocolvo 2000 additional rod orbs - which will come In very handy for 
powering Dante up a lot quicker. 


Thoro aro sevoral factors which affoct your rank In Devil May To help you get more points and a bettor rank for each 
Cry and they are: mission, follow this simple guide for knowing how long to 

take and how many orbs you should aim to collect 

Time: Tho amount of time It takes you to complete the 
mission. Obviously, tho qulckor tho better. 


that 


Orbs: The amount of red orbs you collect ovor the mission. 
The more you collect, tho more points you'll accumulate. 

Damage: The amount of damage you sustain - If you take 
no damage at all then youll rocolvo maximum points. Use a 
continue and you can forget about points. 

Items: Any items you use that affect your health or chaneci 
In combat are also taken Into consideration and you’ll " 
deducted points accordingly. 


Once you have lumped the gap on the great hall and gone through 
the door, mission eight begins proper. Once In this new room, take 
the large red orbs and use the Time Statue If you wish. Then |ump 
up the ledges and exit via the door directly above the one you 

entered through. 

You will emerge In a large open space. If you try to leave 
through the gap In the wall you’ll be stopped by a barricade and 
Phantom will return once again. End this creature's life once and 
(or all, but be warned that he has learnt a new move - he'll shoot 
fireballs up Into the air, which will then rain down on you. The best 
method of defeating It Is to stand on the glass dome In the centre 
of the area and lure Phantom to lump on you. When It lands on the 
glass It will slowly break. Repeat this five times and the vile beast 
will crash through the dome and be Impaled on a spike down 
below - exactly as It would If you were to defeat It the hard way. 

When Shadow Is no more, make your way past the barricade 
and pick up the TRIDENT. If you Jump onto the right pedestal some 
red robs will appear from nowhere. If you Jump onto the ledge 
above the horse statues, you acquire a blue orb fragment. Exit the 
area by dropping through the gap between the statues. In this new 
room attack the glowing object with your sword to activate the 
lever mechanism. Then take the GRENADE GUN from the corpse 
and drop down through the trap door at the back. 

You will emerge In the three-holed mechanism room back at 



the start of the game, but this can now be activated by using the 
TRIDENT. You now have to lump over the raised barricade that Is 
slowly descending, out of the door, down the stairs and through the 
next door to the room below the three-holed mechanism. If you re 
fast enough, you'll be able to get through the gate before the 
barricade Is lowered. Now take the blue orb fragment from the 
right water pool and exit through the new door that’s appeared to 
complete the level. 

M 

Objective: Open the Gate with your new Power. 

Blue orb fragment locations: 

• To your right at the entrance to the courtyard. Hit the tombstone 
repeatedly to uncover it 

Secret missions: 

• None 
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The sacred 





gauntlet of Ifrit is 
your reward for 





scaling a series of 
moving platforms. 
Brand new moves 
and skills await.. 


You will begin the level out In the open with a long bridge to cross. 
When you get over to the other side the bridge will be raised, 
cutting you off from the castie. In this stone cobbled area after the 
bridge, you can get gain extra red orbs by lumping on the flat- 
topped pillars and a DEVIL STAR, which is to be found behind the 
central tombstone. 

When you've done exploring, go down the steps Into the 
garden. A cut scene will now roll which Introduces you to a new 
breed of enemy. Kill these without haste using familiar sword- 
Juggllng techniques Interspersed with GRENADE GUN fire 

There are lots of Items to pick up In this courtyard, once the 
three enemies have been killed. From your starting point, there are 
three locked doors - one with a red emblem, one with a blue 
emblem and a central one which requires two spears to unlock. 
There Is also a highlighted path leading off straight ahead. There Is 
a blue orb fragment under a tombstone down a small path to your 
right - simply hack at It with your sword to obtain It Opposite the 
two spear door, there's another locked door with some HOLY 
WATER sitting above It Finally, there are some red. yellow and green 
orbs to collect In this area. 

Now go through the arch along the highlighted path and youll 
wind up In another spacious courtyard Pick up the yellow orb and 
DEVIL STAR on the opposite end of the second level and hit the 
dial on the wall to activate some moving platforms Navigate these 
platforms and work your way up to the floating pedestal In the 
centre of the courtyard. Pick up I FRIT from the pedestal and watch 
the cut scene. With the I FRIT gauntlet equipped. Dante can now 
perform some sexy new moves 

Now head back to the first courtyard and prepare to 
encounter another boss... 

m^uawwTbW Isn't half as tough as It likes to ™nkKlsj»nd. 
by carefully observing its attacks you'll soon spot moment when 
you can counter. Throughout this battle arena there wfll be 
strategically placed red platforms which can be «■* 

better attacking position - but you wont need these. 
equip your handguns and then go about blasdng the Wrt Acflvate 
vour Devil Trigger to enhance your shots and take care to dodge 
Griffons attack by simply Jumping outJT 
Triecer gauge Is empty lust keep unleashing those shells Into 9* 
feamer^d teak until it is Riled agate Eventually, the bird will flee 
leaving some tasty orbs behind 

when Griffon has been defeated follow the new highlighted path 

totfie door hi the comer and punch the V**^"*** 

It and open the door ttu will emerge In a 

onto the tree stump In the cente tor some h ***"J^ 

there's also some more red orbs and some HOLY WMER on a 

concealed ledge along the right-hand wall jnd 

ledge near the door When you attempt to go through theooot 

you'll be faced with loads more Marionettes and a new we 

adversary Plough through the lot of them to break the seal ano 

exit through the door. _ . a 

This next area Is also brimming with toes and mere a 
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collection of red and yellow orbs scattered about the place as well 
as a DEVIL STAR on a ledge The door at the far end requires 200 
orbs to unlock. Simply open It to complete this rather long level 


Objective; Make your way past the Maze Valley. 


Blue orb fragment locations; 

• None 


Secret missions: 

• None 


This is a simple mission to complete and can be done in no time 
at all YOu will walk into a valley that has two paths leading off 
Defeat all the enemies In this area and then read the tombstone 
Doing so wifi reveal a ball of light which you need to follow up the 
respective path in order to get out of Maze Valley As you reach 


immoRTRL 

COfTlBRT 


Vbu may initially think that Dante s repertoire of attacking 
moves consists only of a few random sword slashes wid 
some fire-power, but you'd be wrong. He has a plethora of 
putting sword attacks which come into effect by using 
different button combinations and movements on the joypad. 
New skills and moves for certain weapons can also be 
mastered in exchange for red orbs, ft's good to keep your 
attacks varied, as youH be praised for innovative assaults via 
some bizarre wordage that flashes up at the top of the 
sween - stuff Kke ’Duttr, CooIT, -Bravof and Stytishr. Getting 
wrtaJ strings going ultimately rewards you in your overaii 
mission rank. So, what can the devilish dude do then? 


Standard moves:- 



new screens the light gets swallowed by certain enemies, so you'll 
need to kill them In order to free It and continue your journey. If 
you take the wrong path then you'll be warped back to the start 
and must try again 

When the light has guided you through the valley, you'll emerge 
In a new area where you must fight two Kyclops beasts Once you 
have defeated them the next door will open, so collect the green 
orbs and the HOLT WATER from this area and then exit through the 
door to complete the mission. 


Objective; Present the Chalice to open the path. 

Blue orb fragment locations: 

• inside the area to your left of the starting position. 

• Defeat aH of the Blades Inside the well 

Secret missions: 

• A Bunch Of Ghosts 

Ybu begin this mission wtth another hairy boss confrontation - this 
time wtth Death Scythes. The way to attack It Is to the head, 
preferably wtth your Devil Trigger activated. Keep moving to avoid 
Its attacks and then strike quickly before It has a chance to 
retaliate. Keep repeating this process until it dies Now collect all 
the various orbs scattered around (Including a blue orb fragment) 
and then jump Into the well just In front of the tree. 

Inside the well lurk Blade enemies. Defeat them all and a blue 
orb fragment will be your prize. Jump out of the other hole and 
you'll emerge outside in an area leading up to the SIGN Of 
CHASTITY Pick it up, go back through the well and then exit via the 
door behind the bee 

Now place the SIGN Of CHASTITY onto the pedestal In front of 

you and you'll be awarded the CHAUCE But before you can do 
anything else. Nero Angelo crops up again. Defeat him In the same 
manner is you did previously and replenish your health using the 
green orbs below the CHAUCE pavilion. 

Now head for the cave directly in from of the CHAUCE pavilion, 
place the CHAUCE onto the Knight pedestal and then the door 
directly below your current location will be opened. Enter this new 
door to complete the mission. 


Ii’ilffll'ii'ifcl 

Objective: Enter the captain's cabin on the deck of the ship. 
Blue orb fragment locations: 

• Use the stinger move on the highest point of the front mask to 
drift over to the bow of the ship. 

Secret missions: 

• None 

When you begin this mission, break open the red orb statue and 
then jump into the water (you'll be Informed of the alternate 
underwater conbols at the start of the mission). Swim into the 
wrecked ship, dodge the enemies and climb Inside. Up the stairs 
will be the underwater NEEDLE GUN, along with a DEVIL STAR 
Head up to the deck and collect all the red orbs up the masts. 
Climb up to the hlgiest platform on the from mast and then use 
your Stinger move to float over the bow of the ship, a blue orb 
fragment will drop down from the sky. 

Head towards the door to the captain’s cabin and a Death 
Scythe will appear, which you'll need to kill before you can enter. 
When the enemy Is defeated, by entering the door again and the 
ship will start to move 

Brace yourself now because Griffon Is back for a second 
round and you'll have to beat It on the deck. Use the same 
techniques as before to beat the bird lit really should be quite 
simple as you've defeated It once alreadyl and when It's defeated 
the door to the cabin will finally be unlocked. Simply go Inside to 
complete the mission. 


SECRETMISSION #6: 
A BUNCH OF GHOSTS 


Where At the start of mission 1L 

The Garden Courtyard just before you ended Mission 10 

Objective: Get the Mue orb fragment in the air. 

First you must locate *he orb fragment There are possibly manv 
ways todothK but the best one we found was to start jumping on 
the walls and onto the heads of the enemies to get up to tt The 
enemies wool attack while you're moving so keep active grab the 
Woe orb fragment and then m them ail 


™»hih 

Objective: Look for the exit and escape the Ship. 

Blue orb fragment locations: 

• in the area below the door which leads to the deck of the ship. 

Secret missions; 

• None 

~ m ** on ln ** “Wn'i cabin. First off. take the STAFF 

, 'I SWP Mr1 to 3nd ** meaning 

"*«*“»*» cabin via the small vent 
JHromof the Time Statue and go back down to the level below 

to wtth water and ttere are a few enemies 

*' »"«“»»»«», w . * 

Once you dear them, enter the area below the staircase 

to the b0bWn8 ar0Und 00 “P 

eid nTI cTr exit at the other 

complete KST ^ •* *' P * * 
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When underwater, 
take out any 
adversaries with 
the needle gun 
you collect from 
the sunken ship. 


iw* 
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It's not just 


Phantom who 


refuses to die, you'll 


have to fight each 


and every boss 


character several 


times throughout 


the game. 

-— 



MISSION 14 


Objective: Get back to the Ground, head for the Colosseum. 

Blue orb fragment locations: 

• In the right pool of water after you exit the ship. 

• On the cliff to your right after you exit the elevator. 

• To the right of the far end of the bridge, 

Secret missions: 

• Water Prison 

You'll start submerged In water, so swim to the surface, jump out of 
the pool you're In and Into the one on the right to receive a blue 
orb fragment Proceed to the rock canyon and, In a little alcove 
along the path, you'll find a HOLY WATER In a chest By going 
through the next door you’ll start the mission proper. There’s a 
spiked wall facing you and lots of spike holes In the floor Head to 
the other end of the circular room and take the EMBLEM SHIELD 
from the skeleton. The drcular room will now start to rotate and 
spikes will shoot up through the ground. A metal grate that was 
previously blocking your way will now be raised so you can get out 
and head towards the elevator. 

There are several Items to pick up when you eventually emerge. 
There's a blue orb fragment on the ledge to the upper right and 
there are also plenty of red orbs and a yellow orb scattered around. 

In the next area, there are several enemies to kill and a small 
cave containing a red orb statue under your starting position. Also, 
when you cross the bridge there's a blue orb fragment on the 
lower right ledge. To exit this area will cost you 200 red orbs 
in the next area, there's a DEVIL STAR to be picked up and 
another door which asks for 100 red orbs - but don't worry, you’ll 
get them all back shortly. 


SECRET MISSION #7: WATER PRISON 


When: Ju*t after mission 13. 

Where. Check the skeleton back In the cabin of the ghost si 
Objective: Defeat all eight enemies. 


This l« a very straightforward 
NEEDLE GUN to defeat the eight 
swimming around you. 


_l all you have to do is m 

Blade enemies that youH fli 


wi-miB 

Objective: Use the shield and lances and attack the C 

Blue orb fragment locations: 

• Behind the destructible wall In the Blue 

• lump under the platform holding the NIGHTMARE BET 

red shielded area 

• Get to the highest point In the Colosseum 
Secret missions: 



You begin this mission back In the courtyard you started off In. 
There will be some enemies to kill here, so do that quickly because 
you have a decision to make very shortly. You'll notice that there's 
a highlighted path leading to a set of double doors, but these 
can't be opened right now. Instead, you can opt to enter 
one of the shield-guarded doors. The choice Is yours but 
the Items you need will appear behind either door For 
the purpose of this walkthrough we will take you through 
the blue door first 

Go through the blue shielded door and pick up the 
LUMINITE at the end of the room. Then go down the 
steps and smash open the breakable door - Inside 
here you'll find numerous orbs. Including a blue orb 
fragment and HOLY WATER Then go through the other 
door and you'll emerge In another circular corridor 
wtth spikes In the walls Navigate past these spikes 
and go up the steps In the middle of the path and 
Into a room containing several red orbs and a 
platform (or recharging your devil gauge 

Proceed to the end of the spiked corridor and 
out onto the ledge, tou should be able to see a 
small platform just around the comer Don't bother 
wtth this, simply perform your Air Raid move and drift 
across to the far platform to pick up the PAIR OF 
LANCES Now exit via the way you came, 
remembering to recharge your Devil Trigger on the 
way out 

Back In the courtyard, go through the red 
shielded door. Inside It a layout that mirrors the 
blue shielded room, except you must smash dials 
on the wall to lower platforms that'll' 
the NIGHTMARE BETA weapon Now 
the ground and fight the creatures 
wtth By double jumping underneath 
where the NIGHTMARE BETA was. *' 
awarded a blue orb fragment 

Exit the red shielded room and 
PAIR Of LANCES on the set of double 
the courtyard Ybu will now be In the 
Colosseum, so search it for various 
Including a blue orb fragment. You * 
the next part of your mission by walking 
onto the large Illuminated circle on the 
ground At thh point you will have to 
face Griffon again, but the same 
techniques as before still work 
perfectly wefl for kHMng Mm 

When he's defeated, a cut- 
jeenc will roll and you'll watch 
Monads torch the bktt After a 
conversation with Irish, a new 
platform will appear In the 
column that impaled Griffon - 
lump onto it and take the WHEEL 

Of DESTINY from the room 

below to end the mission 
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Some walls are 
destructible so be 
on the lookout for 
telltale cracks In 
the brickwork... 


The ship holds 
many secrets. Be 
sure to scale every 
mast for a healthy 
orb injectionl 


TRD^SUREGUARDEDBYTHE DEAD GOD 


When: During mission 15. 

Where: Check the picture In the circular spiked room in the 
area back at the start of mission 14. 

Ybu will have to fight three Shadows but In a confined space, so 
they ail tend to storm you at once. If you have the NIGHTMARE 
BETA weapon then this room Is Ideal for firing shots off the wall 
and scoring a plethora of hits on the hellish hounds Remember, 
plenty of Jumping to evade their attacks 


Objective: Unravel the mystery of the Staff of Hermes 

Blue orb fragment locations: 

• To the right of the staircase In the great halL 

• Jump off the head of the horse statue In the great halL 

• Jump under the head statue at the end of the long corridor 
(next to the Time Statue room). 

• Next to the bed In the right picture. 


Some of the more 
annoying enemies to 
fight, like Shadow, 
can simply be 
avoided with plenty of 
jumping when 
defeating them isn’t 
compulsory. 


The Ifrit gauntlet 
provides you with 
a wealth of new 
martial arts 
moves - very 
handy for kicking 
demonic ass! 


'A. 



Secret missions- 

• A Lonely Right Of Stairs 

• Shadows In The Dark 

Starting off where you finished the last mission, go back to the 
elevator and pick up the blue orb fragment as you go. Now head 
back out of the colosseum. through the courtyard and through the 
highlighted door. This will take you back up to the bridge, so use 
the WHEEL OF DESTINY to lower the bridge and proceed back to 
the castle 

The inside of the castle has changed dramatically since you 
left In the great halL the statue has been replaced by a large 
symbol wall which must be struck repeatedly to unleash a new 
enemy... Plasma Kill It to unlock the other door, take the two blue 
orb fragments from the great hall and go through the recently 
unlocked door. 

Head back to that long corridor and Jump onto the face statue 
to gain yet another valuable blue orb fragment then smash the 
suits of armour to reveal extra red orbs before exiting via the door 
to the cathedral (where. If you remember, you originally fought 
Phantom!. Ybu should Immediately notice that this room has 
changed somewhat as well. There are now four dials on the wall, 
four strange lights on the floor and a huge puddle. Unfortunately, 
you cant do anything here apart from examine the puddle (the 
door to the stone bridge Is locked for now). Get ready for a 
particularly nasty boss battle. 


Defeating Nightmare 

This thing Is an odd-looklng demon that looks like something out 
of The Blob and will attack with projectiles and slicing attacks. Your 
best bet Is to change Into a demon and then attack relentlessly 
head on. After a barrage of heavy blows, It will reveal Its core, 
which you must attack with all your might. You can use the dials 
on the walls to make Nightmare more solid, thus making It easier 
to kill, but always run and lump for cover when you see the mass 
limbering up for one of Its many attacks. 

An alternate way of defeating Nightmare Involves being 
engulfed by the beast If you get close, It will suck you Into Its foul 
belly and you'll have to fight two enemies. The first Is a set of 
skulls, followed by a huge spider. Use your most powerful weapons 
to kill them then, when you emerge from the Nightmare's belly, a 
large proportion of Its energy bar will have gone. 

Another way to beat the monster Is by getting hurt in the 
process. Get sucked Into the monster (yes, we did say sucked), and 
you will have to fight two enemies Since you're In the later stages 
of the game. It won't be a problem to waste them with your best 
weapons Holy Water Is also a good (and immensely satisfying) 
thing to use against Nightmare when Inside it When you come 
back out you will have hurt Nightmare badly, around half It's life 
will be gone. 

When Nightmare has been defeated, exit via the door leading out 
to the stone bridge. Proceed to the end of the bridge and use the 


SUmmON THE DEVIL 


When you feef overcome from battling the hordes of Hades, you can tap into Dante’s devilish side by pressing m and 
engaging his Devil Trigger. Ybu can only perform this transformation once you have acquired the Alastor sword and when the 
three-character Kanji gauge beneath Dante's health bar is full (this is replenished by stringing together combos against the 
foes). When in devil form, Dante's speed and agility are heightened - making his attacks considerably more ferocious - but it 
doesn’t last long - unless you use purple orbs to increase your magic gauge, of course. 

Alastor sword moves: 


Stinger (Lvl) 

Hold tD and press Forward + © 

350 


Round hip 

Hold id and press Forward + © 

Hold© 

1400 

1550 







STAFF OF HERMES on tho ob|ect behind the stone tablet If you 
refrained from taking the red orbs earlier, then they will have 
upgraded to become 100-orb red orbs. 

The two empty frames will now display parts of the castle 
which you can't get to. Jump Into the right picture and you'll 
emerge In the bedroom. Take the blue orb fragment next to th,> 
bed and the UNTOUCHABLE that Is above It. Then go back throueh 
the portal and lump Into the left picture to end the mission 


SECRET MISSION #9: 
SHADOWS IN THE DARK 


When: After defeating Nightmare. 

Where: The aeroplane room. 

Objective: Locate and defeat all Shadows. 

There are four Shadows lurking In various locations nearby. TWo are 
In the aeroplane room, one Is In the great hall and the last 
Is In the bridge room. You know the drill by now, 
slaughter them all and claim your treasured blue 
orb fragment 


You r,sk n ° heaim ,n this m, “ ,on ' but 

Good i L' S '° r ' he elgh,1C,h Ume can *** You loopy, 

ood luck and remember, precise alignment before lumping 


Objective: Overcome the dragon, gain the QUICKSILVER to 
enter the Audience Room. 

Blue orb fragment locations: 

• In the upper-right side of the bone dragon room. 

Secret missions: 

• Holy Blue Stone In The Sky 

You will begin the mission In the same tower where you acquired 
the first RUSTY KEY, although, like everything else around here, It’s 
changed somewhat. Take the red orbs from the old room, then 
proceed further up the tower, as the rubble has now been 
Vapourised. Enter the door at the ton and uni i'll ha In thn mnm 

level. Ignore the first turn off 


devil mRy CRy 

and proceed through the doors at the end of the corridor. You will 
now have to combat a bone dragon, so equip your ALASTOR 
SWORD and return the fireballs It spits at you - this can be tricky, 
but once you get Into a pattern It does seem to become much 
easier. They aren't very harmful to you, but three successful 
returns and the dragon will be vanquished, unlocking a mirror 
next to the crank. Head over there and rotate the mirror using the 
L3 stick (remember to push It In until It cllcksl so that the 
reflection hits the mirror In the celling Now collect the 
QUICKSILVER by lumping onto the rafter and working your way 
across the blue strands at the upper section of the room. 

Next, return back to the corridor, go down the turn off and 
use the QUICKSILVER on the door. In this next room, you will have 
to fight Nero Angelo again. Use all your IFRIT skills to defeat him 
and end the mission. 
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If you're dangerously 
low on energy use an 
Untouchable. This will 
shield you for a 
limited time, while 
also giving you devil 
powers and restoring 
some of your energy. 




Objective: Toss the Philosopher's Egg in 
Holy Stone. 

Blue orb fragment locations: 

• Inside the barrel In the third room where you start 

• Next to the dead-end staircase In the tower. 

• At the end of the room to the left where you place the Egg. 

Secret missions: 

• None 


the first ledge Iwhere you'll acquire a blue orb piece) and continue 
upwards until you reach the top of the tower (If the water subsides, 
simply hit the dial agalnL You will now come Into possession of the 
the Fire to create the PHILOSOPHER'S EGG. Take It and go down through the hole In the 
platforms, then keep going down until you land In a square. Go out 
of the doors and you'll be back at the garden. 

Head towards the left door In the upper level and take the red 
orbs and blue fragment Return to the garden and place the 
PHILOSOPHER'S EGG In the fire where the lion statue used to sit 
tt>u will now have to face Nightmare again which should just take 
about as long as the EGG needs to cook, so defeat the enemy and 
claim your prize from the EGG - the ELIXIR Mission complete. 


This mission starts with gifts Ybu'll first acquire the PERFECT 
AMULET, then your Force Edge sword will be upgraded to the 
SPARDA sword Idont use this blade for now though, because It 
renders your Devil Trigger useless). Take the portal back to the 
picture junction and then go through the - now open - right 
picture. You will emerge In water, so the old controls apply. Explore 
the neighbouring cells to acquire numerous red orbs and a blue 
orb fragment and then leave via the exit 

You will now walk straight Into a battle with the reapers so 
blow them away to open the next door and then you'll 
mysteriously emerge on dry land In a familiar place Use the dial 
on the wall to fill the tower with water, then swim up until you hit 


Objective: Open the Gate to the Underworld. 

Blue orb fragment locations: 

• Hang off the ledge next to the tower in mirror world. 

• In the mirror world tower. 

Secret missions: 

• None 

Enter the portal and you'll wind up back at the picture junction. No 


need to stay here, so head back out to the broken bridge. Go to 
the pictures at the end and the EUXIR will respond to the one on 
the right, so lump la Head up and examine the mirror In the 
bedroom - the EUXIR will now allow you to pass through It... 
welcome to mirror hell! This world Is a mirror Image of the real 
world, albeit slightly blurry. Head out of the door, jump down and 
collect the PHILOSOPHER'S STONE. You'll now meet a new type of 
enemy, so kill them all and unlock the next door. There are two 
blue orb fragments to be found here - one Is to be found by 
jumping off the ledge, the other's in the tower. 

When you have returned to the real world, head back to the 
cathedral (where you first fought Phantom) and you'll be able to 
enter into another mirror world. 

You’ll see a large vortex In the centre of the room and a small 
hole at the end of the crossable vortex. Place the PHILOSOPHER’S 
STONE In that hole and the vortex will vanish, only to be replaced 
by an even bigger vortex. Jump Inside to complete the mission. 


Objective: Head for the room of living 


€44 

Even when you have acquired the 

Ifrit gauntlet you'll still revert back 
to your Alastor sword at times as it 
does things the Ifrit can’t. 




| 

A 


» 

' *" - 


'\ 

V 

-- 1 


Blue orb fragment locations: 

• None 


Secret missions: 

• None 


Starting off In the entrance to the underworld, double Jump Into 
the opening and head down the long path to a fleshy wall. Strike 
this wall to reveal an entrance to the next room. In this Time 
Statue room, head to the fleshy wall behind the statue to begin the 
mission proper. 

After a brief cut-scene, you’ll have to fight Nightmare again. 
Defeat It using the same tactics as before and another, longer cut- 
scene will roll, after which the mission will be completed. 
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Shields Dante from harm for a limited period. 
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QURKE HI 

REVOLUTION 

Become an invincible frag-master with our 
indispensable guide to Quake-ing. 


EA 8 


j £39.99 i" 1 


Not 3 great deal of lasong appeal in ' 

m.jnni3ver experience and. as such, is one of the greatest shooters ever 
Superb arenas hold an arsenal of deadly weapons and the action never stops. 

'09 

3 ) dvdn tut tout riser ■* c< turoure **" 07 

RayStajhon.2 \1ERDICT 


MAJOR CAMPAIGN ARENA LEVEL HINTS 


Quake m isn’t Just about annihilating anything that 
moves - there's tactical play too 

Flags; 3 
Time: 15 mins 
Opponents; Crash 

■ The first room Is free from danger so pk* up 
everything m It before going through the doors to fight 
Crash Keep moving from one end of the arena to the 
other as quickly as possible, this will help you find and 
MB Crash soon after she has re-spawned 



Frags; 5 
Time: 10 mins 
Opponents; Ranger 


■ There is only one opponent but this arena is more 
complex than the tutorial There’s plenty of armour so 
collect It whenever possible. Keep moving around the 
arena and you might be lucky and catch Ranger soon 
after he re-spawns This win make Mlling him easier 
From the courtyard aim your rocket towards the floor 
near the health icon under the walkway if you’ve a 
quick linger, you may be able to pick off Ranger when 
he walks past 



Frags H 4 
Time: lOrnms 

Opponents. Krusade. Bltterman Giwit 
Possession Time: 60 Seconds 
■ This is a possession game where the aim is to hold 
the flag for as tong as possible. As soon as the game 
starts, run backwards to collect the armour Then run 
forwards towards the flag room if an opponent collects it 
before you reach it then concentrate your fke on them 
Once you have the flag avoid fighting and keep running 
around the perimeter of the arena to collect health lbu 
can also go up the stairs and coiect the Mega Health 
Stay In this area and you will be able to see any 
opponents coming at you Look out lor the aggressive 
tendencies of Grunt here. 


Frags: 10 
Time: 10 mins 
Opponents: Phobos. Hunter 
■ Keep moving as the time limit Is against you In this 
arena. Collect the Haste power-up whenever you can. 
The easiest way to get the Double Damage power-up 
behind the gate Is to wait near It until your opponents 
activate the switch outside If you want to activate the 
switch yourself then you need to be using Haste as the 


gate closes very quick* Staying near the Haste and 
Double Damage items spawn point gives you the best 
opportunity for tuns. Get hold of the Plasma Gun as 
quickly as possible 



Frags: 10 
Time: 15 mins 
Opponents: Grunt 

■ There is only one opponent but he could attack you 
from any direction. >100 need to make sure that your 
opponent doesn't get the Quad Damage as this makes 
him most difficult Use the Rocket Launcher when 
attacking the enemy in a corridor - even If you miss the 
splash damage will hurt them This Is a flat arena so turn 
off auto centring and aim the rocket to the floor beneath 
your opponent 


Frags: 3 kills each opponent 
Time 15 mins 

Opponents: Hunter, Bltterman Phobos 

Player Lives: 10 

■ Use stage one to build up your armour while lighting 
Hunter Get the Invulnerability item from the archway at 
the edge of the arena in stage two Get the Quad 
Damage when Bltterman Is on his last Hfe 


TEN 

TIPS 


1. Keep moving, you! 
be much harder to hit 

this way. 


2. Experiment with 
the controller 
configuration options 
until you find the 
settings that suit you 
best As you improve, 
increase the control 
sensitivity 


3. Pick up health, 
armour and other 
items at every 
possible opportunity 

4. piay hard and jump 
into the action. It 
might be easier to 
stand away from a 
fight and snipe your 
opponents, but if you 
have health you 

should jump right in. 

5. Don’t be afraid to 
run away from an 
opponent if you have 
low health or 

are wielding a low- 
powered weapon. 

6. When playing in 
Campaign mode 
always aim to meet 
some of the Reward 
Requirements for each 
arena. These win give 
you extra items to 
use during your first 
life of the next arena 
you reach. 

7. Target opponents 
just after they re¬ 
spawn as they are 
generally less 
dangerous. They 
could have a weapon 
but probably won't 
have picked up a 
powerful one. 

8. For an extra 
challenge, turn off the 
auto aim. TtiuVe only 
got your life to lose, 
after all 


9. Stick with a 


strengths and 
weaknesses perfectly 
suit your playing style. 

10. As in everyday 
Hfe, camping is 
frowned upon and will 
lead to recriminations. 


weapon Is almost as 
weapons each arena contains and where they are 


THE LUERPnNE are 12 <sr * r "« "**P°"* in the game and all are deadly in the right situations Knowing when to use each 

■ I Ik- || I—II J important as actually using It. Make sure you know what type of weapons each arena contains and where thev ai 


Machine Gun 

This Is your default weapon In 


Gauntlet 

To hurt anyone with this 
weapon you’re going to have 
to reach out and touch them 
with ft. Despite the risks 
involved with this. It s still 
effective when used In a 
confined area against a 
weakened enemy. If an 

opporrent attacks you “Mng ft - r wiwn yr 

then carefufty back away from others run out of ammo 
them and keep firing 



Shotgun 

A devastating weapon If you 


the majority of the arenas. The are dose to an opponent 


Machine Gun can be very 
effective If you have auto aim 
switched on. Always pick up 
other weapons as a priority 
when you spawn, as the 
Machine Gun Is best used as i 
backup weapon whan your 


Don’t try and use ft at long 
range as ft does Ifttio damage 
from distance It also doesn't 
fire very rapidly to aim your 

shots carefully 


Grenade Launcher 

This can be the most difficult 
weapon to use because of the 
way the grenades bounce 
around unpredlctably Tty 
looking down slightly before 
fWng the weapon and the 
Fenades will often slide 
•cross the floor, this makes 
fhom very difficult for your 
enemies to see and avoid, ft’s 
•bo a great weapon to fire 
Into a group of enemies In a 
confined space and obliterate 


Rocket Launcher 


Rail Gun 


This weapon Is very effective If An extremely powerful weapon 
fired into the ground near a but ft doesn't lb* very quickly 


tablet - the splash damage 
from the explosion w<H hurt 
them. It can also be used to 
Rocket Jump with To do this, 
look straight down and fire 
,n to the ground just after 
pressing the jump button, tfbu 
wfll lose health and armour 
but you will be propeBed far 
Into the ab. This technique 
takes time to perfect but can 
be used to access hidden parts 
of an arena. 


Aim your shots carefully with 
the Raft Gun and keep your 
targets at a distance It you're 
In a space-based platform 
arena then this weapon Is 
excellent when auto aim Is 


QURKE III REVOLUTION 




Frags: 15 

Time: 10 miits 
Opponents: Hunter. Orb 

• Try to use the Chain Gun whenever possible and keep 
picking up the ammo for it Thcs weapon Is exceftent at 
Killing your opponents at a distance. r^anJess of how 
good your aim is. Orb Is a Bttie shorter so you may have 
loaim down more to get him but otherwise he's an 
easy kill compared to Hunter 



_s 20 
■rime: 10 mins 
Opponents: Grunt Wrack 

■ This arena introduces you to the danger of red log. 

The tog kids if you touch It or drop into ft. If you «nd that 

you »a» oft the sloping walkways then avoid using them 

and stav around the areas at each end of the arena 
Although powerfultheRaftGunmaynotbethebest 
weapon to use m this arena It your accuracy 
Otherwise It should make for some easv pickings. WOtch 
out for Grunt when he's got the Raft Gn 


TEMPLE OF retribution 


Frags: 15 
■rime: 10 mins 

Opponents: Hossman. Wrack. Slash Orb 
■ Most of the fighting takes place m the area near ffie 

Rocket Uuncher and the exft to the secret area Build 

up your character's health, armour and 

especiafty the Rocket Uuncher - before g^^ 

area to get some multiple ^ 

Damage makes this easier A swftch m j**^®* 1 
area above the stairs near the 
up opens grating on the floor that wftt take you to the 
secret area 


Frags: \ 4 
Time: 13 rotas 

Opponent s. Gone. Slash. Hossman 

Capture limit 5 

■ This is a one tag capture the ftag arena The n eural 
Bag is on a platform m the central room, use the an^ed 
jump pad to get to ft. Tbur base Rag is on the top Hoot 
above the wtadng staircase, row opponents worit try 
to capture the teg on this arena so onfy p*ck ft up wrier 
you’re confident you hare enough heafth and amour to 
hold on to ft. Once you pick up the neutral nag go left 
out of the room, thrs route takes you past the Mega 
Health and towards the ftag capture pert at the top eft 

the stafts OonT i^tt your opponents intess tiw are 

blocking your path, ftyou <fte the ftag w* stav where 
you left ft. 


Ter: Tier 3 Ter 4 Ter 5 

110 U5 120 IS 

MS HO 115 120 

t Tier 2 Ter 3 Ter* Ter5 

120 125 130 135 

MC W5 110 115 



Dc^n e a «**g or*. He can each «the ev*- ™ 

nwst amrx’and ft takes a nutthrs reea 

ts crxx as he also has ere sfc-est «c seed. He s aar 
suited for dose combat 


Time 10 mins _. __ 

Opponents: Hunter Orb. ftftack. Hossman Stash. Gone 

Player Lives 10 

■ The hev to besang this arena s us** the P^rre^ps 
that are in the secret passage, look tor a sedtan « 
in the corridor area that looks damaged ~ ®re *** 

open tte secret area reu can prck tjanwM^ 

Heafth and fie fanfare po»*m» fcom ttxs secret ^ 

jrei use the kamfcare * you* 


orb and Hossman should be thetk* . 

« vou hare the kamfttaie but dta wfthorf usxv t 

then ft «a e*pk>* * 

mwi ocwv near vour dead body ftt these sftuJtv ^ 
J^f^^bcxhe****^ 
me wmkaie w* not aetkate. 
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«hw* **»« "■ ?*® 

- . skates in mrs 


muLT PtmER 

epme mooes 


Deatbmatch 

rsaflagamaaisofc. 

*»*****"*»*■ 

usamwtere,cur 

r; l ^’ M* opponents ae to go 

txh* so* 1 ,nere with a Hg 


■»-^*«2aKrs5S"». ^^r^r^rtrrrr-p- 

l«(AlrlPttl*^> , "’ ,, “ lfl,l ®""" aqprtaMMe ___ 


n. Care .Raax SWpe. Angel 


■ Themuaaiwuw 11 — 

art say m me outer corridor, of M.m»■» *« 1" 
opponerts e*rt «*afc up on )«u *»«*’** ** 

PTHE NAMELESS PUCE 



I THE HOUSE OF DECAY 



■ LOST WORLD 




ARENAS OF PAIN 



Myn*er«»l>« » 


» ffw tag » • ft «n T*** 
*,«IJm*wlDW« 


-** “ "*ZZZZZmt* the lou*. *« » 
9«. G«ie art smpe 
0 b ute last «d spawn tM «* nwsi ■*•» 



■ * deaOwnath game against Are opponents The 
dumber of blue *■ 9* you more haaflh art 
armour tor as long as you rerruai to t. This mates « a 
good otoce to fltfv tern but the Itf* may obstruct your 
tew Before trying to hoW this part of the arena irs best 


Time; 20 mfos 

Opponents; Lucy Patriot Tank, ted 
■ Most at me amon takes place to the narrow corridors 
on the mdde section of the arena Get the Mega Health 
art Med-W «ems and you w« foe longer Use the 
Hoctet launcher art Quad Damage to score a number 
of easy hfc efoen opponents are in the corridors 


Opponents: Patriot Visor 
■ The bottom section of t 
get Ub bom as the nano 
hg targets that are triable 

til 4!'< i--^' 

Fraes 

Time: 10 mins 


Ns arena Is a good place to 
■ corridors mate K easier to 
to dodge your Are 


Frags: 3 foes per opponent 1 for the mighty Vladrlgar 
Tme 15 mins 

Opponents: Bfcac Lucy Patriot VSdrtgar 

Player lives: 10 

■ The arena rs spat Mo three sections. The first two 
sections shodd be ea^r enough # you stick with the 

ladles that hare got you this far n the game The third 
section sees you facing the fedrigar Arena Master for the 
bra time This opponent has a lot of health 12501 and 
*WY 8Q° d accur acy To beat him you w« need to collect 
as rrxjch health, ammo art armour as possible before 
trymg to engage hen. Keep morlng around the outer 
section of the arena art keep your distance from him at 
'Weapons like the Chain Gun and Plasma Gun 

■rort wefl against him rf you have auto aim turned on. 


orectJy at them, eren 
w«r> the Friendly Fire 

opoon set to NO - »s 

•st a waste of ammo. 


Thts mode is a great 
way to practise your 
skits w«h al the 
afferent weapons 
Runreng out o< ammo 
cn be a problem m 
these arenas so coked 
the weapons that dead 

enemies leare bertnd 

Single Weapon Team 
Deathmatch 

Support yot* team at 


also need ammo so let 
them pek some up if 
they need a. 

One Rag Capbae The 

Rag 

Vbu need to cotectthe 
neutral flag and take ft 
to the enemies 
coloured Sag There are 
two broad tactics you 
can use. "by and score 
using the neutral flag, 
or, defend your own ftag 
to stop the enemy 
scoring When defenrtng 
your Rag make sure 
you hare plenty <& 
ammo so that you can 
stay to that one 
location for a long 
period of time. 

Capture The Rag 

Grab the enemies 
coloured lag and return 
t to your own coloured 
flag to score Problem is 
that you cam score if 
the enemy has your 
lag Be aware of what 
your team-mates are 
doing if everyone Is 
defending the base 
then its up to you to go 
for the lag If no-one is 
at your base then you 
should stay there to 
protect it 

Possession 

Tbu need to collect and 
hold onto the neutral 
flag for a set time limit 
When you hare it try to 
avoid your opponents. 

Team Possession 

fou need to collect and 
hold onto the neutral 
flag tor a set time limit 
If a team- mate has It 
then stay dose to them, 
if they’re killed youl be 
able to quickly pick up 
the loose flag yourself 



QURKE III REVOLUTION 

I the longest yard 


□EHT H HIRTCH mR5TER CLR55 


■ Tt*s arena takes plao 

space k you fa* o« a pWtorm you worn de but g 
sfKK *d st* be avmded at afl costs to get some easy Ufc 
try kknping to the (Wart pfaftorm wgh the Rai Gun on 
t zoom to w*h this we apon an d start sniptog <** 
(or opponents Mnpmg to the platform «toen you* there 
tpou^v Sonag «s the tou^i one here. 


Opponents: Bones. Mafor. Visor 

KtZaei 

Capture Limit 10 

B Uke the other one tag capture the flag arenas your 
opponents «rom try to caphxe the lagthemsekres But 
here they worn try to guard * too much as they! be 
prowteg the large spaces Keep moving at afl times, only 
er^age the enemy when they btocfc yow path. When you 
are to your own base spend some time pfeking up afl the 
(tems you can. Memorise the route to retnere the Sag 
0^ up a rtrydim and dom stop for anyone. 


Frags: N/A 
Time: 15 mr 

Opponents: Scrtag Cadavre. 


_ n Time: 120 seconds 
■ Ties is a possession game and faflng no the black 
ro»d wi» res»itin death andthetossoftheflagTheflag 
5P**ns at one end at the top of the arena Go here as 
soon as the arena starts and you m^» be able to ga 
the flag before anyone else does. * an opponent gets the 
Hag then try looktog artxtod the bottom of the arena lor 
them. Keep an eye on the messages in the top left of the 
screen - an opponent faflfog off the arena wfl cwse the 

flag to re-spawn. Once you have the flag stay aroitod the 

top of the arena, the bots do not vtsfl this area very 
much. Avovd the Double Haste kern as the can case 

you to fan off the arena too easiy Once you have the 
nag, stick to the edges of the arena and keep moving 


Frags: 10 
Time: 15 mtos 
Opponents: Xaero 

■ a one-on-one battle against Xaero four opponent 
Skes to use the Rail Gun so prevent him from getting it« 
you can. If he does attack you wflh It then use the strafe 
controls to avoid him. You can be successfei by staying 
near the yellow armour and Plasma Gun area Xaero *■ 
often come down the corridors near this area and you 
can kJB him quite easiy as he wont be able to dodge 
your fire. 


Frags: Hopefully just one. 

Time: 15 mins 
opponents: Vadrigar 
Player Lives: 5 
■ This is a battle against the Vadrigar Arena 
Us soon as the game begins, move into awe 
crevent being hit Before you can A£rt ihe 
vadrigar you need to destroy the threesrteW 
generators that are creating the forc e new 
around him. Stand underneath the central 
sphere when destroying the generators 
and you wont be hurt Before 
you destroy the final 

generator spend some 

time collecting afl the 
health, armour and 
power-ups you can find 
As soon as you destroy 
the final generator the 
Vadngar will drop down 
and begin attacking you. 

make sure you move into the 
outer section of the arena as 
soon as the generator is 
destroyed Keep the Vadrigar ata 
distance and use the safety of the 
outer section of the arena if you 
need to build up your health, 
armour or ammo. 

When the vadrigar nears 
100 health points he will return 
to the central sphere. This gh« 
you the opportunity to collect 
more items before killing him 
from a distance 



8. DOCK AM) COVER jw. fowl B» «■ i »«»“ 

Use the wafls to cover your tack, art «yaterte«ys®~ 
see what tea *ead - donT wafc Mo the wa*. - 

Stoves or doors where players m«ht emerge ■ you can - 

surprise attack, youl your chi 


FINAL RESTING PLACE 

-u 




■ ^ S 3 te'hiTrnared out w ai d 

By now your dvMi defe3Wg 

** 300 STtw Ktflyou do havea 

these two W^l^^yshe-san easier 
problem, locus to on the f*stress as sne 

match in a duel 

characters are itolocke^tne^ 

them in muWplayw baffles 
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to dlsrupt/snlpe enemy 
ships at a distance 
before they get a 
chance to nobble you 
at close quarters. 


Bonus Objectives 

Dostroy all bonus mines 

There are eight of them In the third canyon 
you're chasing the two holo fighters Take out the first 
fighter quickly, from a distance, before you reach the 
mines far Into the canyon. To find the bonus mines 
easily, use the ® button to target them. 

Complete mission In less than four minutes 
Until the second canyon, you can afford to take the 
level at full boost and still take out the mines The only 
they should be|. As long real problem Is the group of holo fighters you’ll face In 
as you hit your targets the clearing - obliterate them while the/re still In a 
group When you're fighting Essara, line her up In your 
sites before the target around her turns red, then 
hammer away. Ytou should be able to take her out In 
around five seconds and complete the mission In just 
three minutes 
Win race against Essara 

Never take your finger off the boost button, fly near the 
top of the canyon and always focus on the next turn. 
This actually Isn’t too tricky. 


3. Learn to roll with It. 
Banish any thoughts of 
a world with the sky at 
the top and the ground 
at the bottom leven 
when they are where 


It doesn’t matter which 
way your ship Is up. 
And remember, If you 
do get In an Inverted 
pickle, the right 
analogue stick will right 
your craft Instantly. 


4. In the space 
missions It’s a lot easier 
to track and nail targets 
on the vertical axis, 
rather than pursuing 
them from right to left 
or vice-versa. 


>. Make strategic use 
of the boost and brake. 
When dogfights get too 
tangled It can be worth 
accelerating away at 
speed, releasing boost, 
rolling 90 degrees and 
pulling up. You'll 
perform the space 
equivalent of a 
powersllde and find 
your targetjs) In front of 


Mission 1: Just give the brakes a quick nudge as you hit the clearing, then blast the mines to bite. 


MISSION 2: 

THE ROYAL ESCORT 

Mission Objectives 

Protect the Royal Starship 

Again, this Is fairly easy. To keep the Royal Starship In 
sight, just use the objective pointer on your HUD - It’ll 
always point you In the right direction. Just blow up 
anything that goes near IL The only tricky bit’s when 
you're In the asteroid belt - keep an eye out for floating 
bits of rock, because you’ll look pretty daft If you bang 
Into them. 

Bonus Objectives 

Royal Starship takes no damage 

This shouldn't be a problem - don't be afraid to take 


MISSION 3: 

CONTRACT INFRACTION 

Mission Objectives 

Destroy all Scarab Fighters 

Easy. There are 20 of these, and the/ll come at you In 
four waves. Just tag them all before you start firing the 
nano-mlsslles, and you literally can’t miss. 

Destroy all Hunter-Seeker Droids 
Boost away from the Landing Ship as soon as the last 
Scarab goes down and then when the first Hunter- 
Seeker becomes targeted, turn around and start 
tagging. As log as you keep your distance, this objective 
Is no problem. 

Defeat Mercenary Fighters 


mis snouioni D e a proDiem - don't be afraid to take Take these out as soon as thev a nn»,r a .. 

- - out waves of ships with your torpedoes before they can for them to attack^ou fl^TWre absoifv tmrht 

you and very vulnerable. get dose enough to do any damage. The Royal Ship can V ' ney7e at)solute| y terrible, 

afford to take a hit or two - just don't let Its shields get 
knocked out 


7. In close combat 
don’t feel you have to 
highlight a target to 
attack it If It’s In your 
sights, profit from the 
moment and take an 
Instant pop. 


Destroy all Mercenary Daggers In under one minute 

Tricky. When the first three ships appear, cycle through 
the targets until you find the Dagger. Take It out and 
three waves of three daggers each will come at you - 
take them out from a distance with your torpedoes. 
Rhys destroys all Mercenary Diagonas 
As soon as you've taken out the daggers, target the 
Dlagona from the first wave - you need to hit It before 
Essara does. The remaining four Diagonas turn up as 
you’re entering the asteroid belt, but they shouldn’t be 
much of a problem. 


Bonus Objectives 

Tag all Scarabs 

This Is just a way of training you to use Vana’s ship - 
simply make sure you don't fire a nano-mlsslle shot 
until you’ve tagged every Scarab, 

Complete Mission In under four minutes 

Just tag everything when It appears and you won’t have 

to waste time dogfighting. D’ya see? 

Destroy all Mercenary Fighters 
Again, this Is all about the tagging but make sure you 
teke out the Dlagona Immediately as It’s usually the first 
to do a runner. 


Mission Objectives 

Destroy eight Shield Generators 

Follow the energy streams that crisscross the surface of 
the shield to their sources on the ground. All you have 
to do Is take out seven of them - tagging helps, but the 
mountainous terrain means It Isn’t completely Infallible, 

Bonus Objectives 

Destroy Dispensers before Droids are launched 

This Is worth doing anyway, so you won’t have to worry 
about the Hunter-Seekers. Cycle through your targets, 
then tag ’em and bag ’em. You’ve got a minute or so to 
do this, and there are six dispensers to take out - but 
they can't dispense while you're shooting them. 

Destroy all Miner Droids 

There are eight of these, and they can't be targeted - 
but they all pass through the same route - hang about 
bove the lava pool, and rap them from a distance. 
Comp ete Mission In under eight minutes This Is 
ac ua y so easy we suspect It was tacked on as an 
objective. Just don't mess about too much. 



FLaiNG SKILLS 


STrIR QJRRS 


5TRRFIGHTER 


It-* all vory wall shooting womp rats back 
homo, but whon you've got a brand now N-l 
Starflghtor to play with, you’ll want to bo a bit 
moro careful To got you startod on the 
starflghtor path, hero’s a guldo to tho skills you 
need to master - with a handy training mission 
for oach. If you can complete all those, you'd 
have no problem slotting a couplo of missllos up 
tho Death Star's oxhaust pipe. 

SNAP ROLLING 

Accelerate, roll, and pull up at tho samo time - 
you won't loso any spood. It's tho quickest 
way to turn In canyon-based missions, and a 
handy way of avoiding enomy flro. This Is 
especially vital with the Havoc due to Its largo, 
flat design. 


POWER SUDES 

To power slide, accelerate, li 


accelerate button, then roll and pull up at tho 
tame time Because of your Inertl., y^l 
continue to go In tho direction you were 
hoadlng, but now facing In tho opposite 
direction. Handy for a sneak attack. 

TRAININC: Type In ANDREW on the Codes 
menu, thon have a two-player Capture The 
Flag gamo - power sliding into a screaming 
attack run’s tho perfoct way to get a persistent 
opponent off your tall. 

SNIPING 

An odd addition to a flight slm, but a vory 
offoctlve one. Use this as much as you can - If 
no-ono’s shooting at you, hold tu to keep tho 
brakes on, and you can stay still while you're 
taking everyone out 

TAGGING 

The best way of taking people out with tho 
Guardian Mantis - it virtually wipes out 
anyone's shields, helps you recharge and 


gutdos your nano-mlssllos to 
their target. Use It constantly. 

TRAININC: Do the Charm’s Way bonus 
mission, and try to tag everything 

BOMBING 

You've got a target on the ground, so th 
here Isn't hitting things - It's all 


TRAINING: Complete the 
Ground Assault practice 
mission without ever using 
your lasers. 


Mission 4: Follow the red lines to the generators 
then nip round the back to take ’em out. 


MISSION 5: PIRACY 
ABOVE LOK 

Mission Objectives 

Disable one Super Freighter 

All you need to do Is take out the shields on one of the 
Super Freighters. Go for the one bringing up the rear 
and the other ships will have a hard time targeting you. 
Destroy all Scarab Fighters 
If you're trying to get a Gold medal you can afford to 
leave most of the dirty work to your wlngmen. 

Destroy Trade Federation Repair ships 
These don't automatically appear on your targeting 
system, but they pop up at the same time as the Missile 
Frigate - cycle through to find them. 

Destroy all Droid Starfighters 
Moments after the last Scarab Is destroyed a swarm of 
Droid Starfighters will appear. Try to take them out 
while the/re still In groups of three, but leave some to 
your wlngmen. 

Bonus Objectives 

Destroy four TYade Federation Freighters 

As soon as you cripple the Super Freighter you'll want 
to home In on the other smaller Trade Federation 
Freighters trailing the fleet Ignore the Scarabs because 
If you're not pretty quick at destroying the Freighters 
the/ll jump out of the system. Each one takes about 
half of your bomb payload to destroy. 

Complete mission In under seven minutes 
As long as you can take out the Droid Fighters while 
the/re still In groups, this won't be any bother. 

Destroy Missile Frigate 

While you're battling the Scarabs you I be noUfled by 
one of your wlngmen about the Frigate s arrival. Just let 
your entire payload go at IL 

MISSION 6: VALUABLE GOODS 

Mission Objectives 

Protect Pirate Freighter during load ng 

Keeping the Freighter alive Isn't too tricky but actua y 
surviving Is, so watch your shield levels. 

Escort Pirate Freighter . , hpn -/W 

Tell your wlngmen to protect the Frelghte • ns 

along the riverbed taking out the tank and sentry guns 
If you’re dead at this point, It’s pro ba bV becaus y 
(lew Into one of your own explosions. Calm down. 

Bonus Objectives . , 

Destroy Dropshlps before tanks are ' art) s the 
As soon as the level begins hit your boost towardstne 
two Dropshlps descending on the fat s 
Freighter Start shooting at the same «me and call in 
support from your wlngmen. T ° wards (Wending by 
mission, watch out for the third Drops P h 

the entrance of the cave. Walt until It gets low enoug 


Ail Pirate Speeder Bikes must survive. 

Be careful about where you're flinging theenergy 
bombs - the/re actually the main threat to the bikes. 
Use sniper mode to take out the tanks converging on 

of them as the bikes start the run down the river. 
Destroy Recovery Freighter 
Alter the first two Dropshlps are decayed, go> and 
attack the Recovery Vehicle found above the terrain to 
“ghTof *e river. Ybu'll have to be quick though, as 
you're 8 effectively leaving your Speeder Bikes open to 
(Ire from the tanks. 


S THE STORM 

ZSSSSSS"*** 

Horrible. As soon as die iSoSscarabs as you 
you'll need to destroy' J2a use two Dropshlps are 

at them and tell1 your« 8 murdering 

For the rest of the mission Its ^ ^ any 

anything that brea ^ es out | or groups ol them 

Protect Inferno turret as me Evac 

take care of this objective. 


Mission 6: Get close 

2SSj5lS«r^ » ^robe^so take them thenfrake unload and 
out In Sniper mode, and watch out for Scarabs pull up. Quickly. 

Bonus Objectives 

Destroy Dropshlps before tanks are launched 

Boost as soon as the mission starts target one 
Dropshlp and assign the other to your '"'ngmenThe 
second set of Dropshlps can be targeted and desttoyed 
shortly after you help out Jenkins - they appear out 
past the Landers. 

All Decoy Freighters must survive 

Oncethe decoy Pirate Freighters launch, all you have to 
K Sp the Bombers off their backs as drey escape. 

Constantly check your targets and switch them 
manually so no-one creeps up on you. 

stfsisassssr" 

protect Jenkins and leave him to I t __ 

takutothe offensive 

Mission Objectives 

a-Ksssssaait.- 

they arrive. 
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Mission 8; Stay fairly 
central and yoult be 
able to respond quickly 


Destroy escaping ttade Federation Freighters 

As soon as the two Freighters appear youll want to 
boost straight for them and fire away Tbur wingman will 
let you know when they appear and your R2 unit will 
switch your target to the closest one Tbeyre pretty easy 
to take down - save your torpedoes for the heavily 
shielded Satellites Just don! follow them exactly, as 
they're dropping mines 

Bonus Objectives 

Destroy escaping Super Freighter 

After you've destroyed the first two satellites some 
Scarabs will appear along with a Super Freighter. It 
wont be automatically targeted, so you'll have to do a 
manual switch. 

Destroy all Trade Federation Fighters 

Don't destroy the final satellite until all the fighters are 
destroyed, but soften It up a bit while you're waiting - 
this'll help with the next bit.. 

Complete mission in under seven minutes 
This is very difficult tbutl need to switch targets quickly, 
so that the next waves are appearing as you're wiping 
out the first lot 


MISSION 9: 

THE CRIPPUNG BLOW 

Mission Objectives 

Blow Everything Up 

The turrets are a nuisance In this level but they've got 
two weaknesses - they cant spin all the way around, 
and they've got a little blue light on the back that's very 
vulnerable to sustained shooting YOur wingmen are 
fairly good at shooting them, but make sure ail the ones 
around any given objective are gone before you start 
shooting at It 

Bonus Objectives 

Destroy Command Centre in under one minute 

Destroy the two turrets between you and the Command 
Centre using Sniper mode, then charge your Plasma 
Scourge attack Drop It on the Command Centre and 
follow It up with a heavy blanket of laser fire. Should do 
the job nicety 
Destroy Planetary Gun 

The Planetary Gun is almost directly behind the Power 


itf«rani-rrn 




l£ You only need to knock out one of the 


THE NEW RESISTANCE 


Mission Objectives 

At ol the mission, start tagging and 

destroy the approaching swarm of fighters from a 

distance using your zoom button. When they pass, take 

as many out as you can while they're still In a group, 

but then go after the Super Freighters with Vana s Ion 

Encumbrance attack 

Protect captured Super Freighter 

Simple As long as you don't get swamped by fighters. 

there's no chance of this happening - leave your 

wingmen to get on with the next bit. 

Destroy armed Freighters 

There's no easy way of doing this, just keep charging tne 
Ion burst and take out fighters while they're still in 
packs. Remember to keep your wingmen occupied, too. 


Bonus Objectives 

Destroy all Droid Escape Pods 

As soon as you destroy the first Trade Federation Armed 
Freighter three Droid Escape Pods will be ejected. Ybur 
wingman will let you know they've been released but 
they wont automatically appear as targets. Cycle 
through the available targets until one pops up. They'll 
all be together, so tag and destroy them. 

Complete mission in under eight minutes 

Which is a bit of a pain in the proverbial, since you can't 

finish the mission until Reti's ready to leave. Don't get 

distracted by the fighters, and line-up on the disabled 

freighter after Reti warns you that he's about to leave. 

then destroy it as soon as he's gone 

Destroy all Missile Frigates 

After the first four Freighters go down three Missile 

Frigates appear - take out their shields with Ion bursts, 

and assign the Scarabs who are now working as your 

wingmen to attack them. 


MISSION 11: 

MIDNIGHT MUNITIONS RUN 


Mission Objectives 

Escort Reti to Resistance Base 

According to the game's creators, this is the hardest 
level in the game - mainly because Retfs a complete 
cretin. YbuTl want to boost on ahead of him and 
eliminate all enemies before they can even fire on Reti. 
tjjKire his pitiful whining and stay well In front Ybu can 
afford to miss about one tank in the canyons, but youll 
have to take out everything in the clearings. 

Rescue N-l Resistance Escorts 
Taking out all four Scarabs In the third clearing handles 
this objective The escorts are fairly tough, so don't 
worry about them too much. 

Defend Resistance Base 

Hit the brakes as you approach the end of the last 
canyon, then use the sniper mode to pound the 
attacking force from a distance Serves 'em right 


Bonus Objectives 

Destroy all AMTs 

There are 10 of these Fhre are in the third clearing 
attacking N-l Resistance fighters, but five more are 
cunntngjy hidden back down the previous narrow 
canyon, under or near each of the five Turret Mines If 
you're got the time available ITS worth looping back to 
find mem - they seem to be easier to spot when you're 
on the way back 
Destroy all Dropships 

Therere three of these - the first two are m the first 
ctearergs you come across and the last one's hovering 
?**"!?* KOon at the Resistance Base Use two 
twpeboes on each, you don't need to loefc-on before 
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Mission 13: Unlike the enemy, you can fly straight through 

Complete mission in under seven minutes 

Don't waste time going back for anything You've got to 
shoot everything down the first time you encounter It 

MISSION 12: 

RESCUE ON THE SOLLEU 

Mission Objectives 

Protect Rescue Boats 

For a change of pace, the medals are easy pickings on 
this level, but the mission itself Is an absolute swine. If 
you fly too low you’ll take fire from all sides, so assign 
your wingmen to protect the boats, get some distance 
and take out the turrets in sniper mode 
Destroy Turret Droids on Prison Camp islands 
There are nine of these and If they get a lock on you 
they're deadly, so boost away as soon as you start 
drawing fire. 

Provide escape route for Rescue Boats 
This means blowing up the shield generators but dont 
do It until youVe taken out most of the opposition, or 
the boat will trundle through the centre and get 
absolutely murdered. 

Protect Resistance Freighter 

This just involves destroying a couple of waves of 

bombers. You should be used to that by now. 

Bonus Objectives 

Destroy all Turret Droids 

There are 24 Turret Droids in all. and you have to take 
out the first nine as a primary objective - leaving the 15 
along the canyoa Just go for them as they pop up on 
the HUD. Since the rescue boats are so slow, youll 
probably have time to go back for a second sweep If 
you miss any. , 

Destroy Dropship before Tanks are launched 
You've got to zoom through the canyon to do this one, 
worry about the turret droids later. If you're any good, 
you'll have a full rack of torpedoes at this point - 
unload the lot 

Destroy all Droid Starfighters 

As if you haven't been doing that for 12 missions 
already. Sheesh. 


the big shield for a nifty short-cut 


UNLOCK SHIPS RNO 
INDMOURL miSSIONS 

Charm's Way mission: Earn a bronze medal In The Royal Escort, Contract Infraction. 
Piracy Above Uok Taking The Offensive. The New Resistance, and The Final Assault 

Outpost Attack mission: Earn a bronze medal In all of the 14 default missions 

Canyon Sprint mission: Earn sliver In the Naboo Proving Grounds. The Royal Escort. 
Taking The Offensive, Midnight Munitions Run, Rescue On The Solleu, and Final Assault 

Space Sweep mission: Earn a sliver medal In all 14 default missions Space Sweep 
Is basically a 3D version of the classic arcade title Asteroids complete with flying 
saucer and mines 

Guardian Mantis ship: Earn a gold medal In the Contract Infraction, Secrets On Eos 
and The New Resistance. 

Havoc ship: Earn a gold medal In the Piracy Above lok Valuable Goods, Eye Of The 
Storm, The Crippling Blow, and Last Stand On Naboo missions 

Darth Maul's Infiltrator ship: Earn a gold medal In all 14 default missions. Just as 
the Devil get all the best tunes, so the Dark Side gets the best craft In the game. Well 

I worth the slog 

Giant hot rod: Win the Canyon Sprint bonus level, finish before Essara and get a gold 
metal. A giant hot rod from the LucasArts game Grim Fandango will appear when the 
canyon opens up after the finish line and you can control It for a few minutes 


MISSION 13: _ 

LAST STAND ON NABOO 

Mission Objectives 

Protect Resistance Turrets .._, t 

Destroy all the HAGs first as the/rethe »»*** 
to the turrets Just make sure you donl ^ 

own energy bombs then go for me AAftand Bombers 
About halfway through. Bravo Flight arrives ana 
everything calms down a bit 

Bonus Objectives 

All Resistance Turrets must survive ___ 

This is easily the most irTlta0 L n8 r ^ < ^,^^>ey get 
can take out every HAG. tank and an( j 

close to me turrets and 3 Scarab^ 1 m 

blow one up while you're elsewhere YbuH only pu 
off by using your wingmen. 

Destroy all Scarab Fighters v**™ about 

Aher Bravo Flight arrives c^bs before 

- just make sure you take out all me Sea 
you finish oft me tanks and bomber 
Complete Mission in under 12 mbirfe* ^ 

Ttiu should be able to do It m nine 




MISSION 14: 

THE FINAL ASSAULT 

Mission Objectives 

Oesrnf - is just a chance to 

JESSS J * out those grenade- 

tounchers while youre ant 

D ** W ? ^ootinTSe Mercenary leader isn't too 

shields the force shWd o»c j the time but 

be krwered. a nd take out the 

Ideafiy you * art Avoiding him in the next 

turrets wh * C TO^nSfllcuft part of the mission, but 
bit's ^^^^STto recharge Take the next 

part slowly and dwww firnels near the 


recessed floor area in the back of the secondhand* 

and fly through the tunnel at me bottom. ** 1 '* T **_ a 
small room with four tanks Carry on mroughthen«t 
i - youll fight me Mercenary leader m me nerf 
hangar. Here youll want to take 
Starfighters then retreat to the 
me last fight As long as you've got a ftf setd 
torpedoes you should be able to wear Mm down. 
Destroy Shield Reactor 

The Shield Reactor Is behind the yellow gtowtngwa 
3cn>ss the main hanger from the red energy room Blow 
it up 

destroy me Shield Reactor all you to do 

Sicssr". 


STsTS' wingmen to cover you white you re 

ll aS destroy but doM waste your 

^^^^^sltirouarethestarfigmerno- 
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Having a neck-biting nightmare? Getting your Material and 
Spectral realms all mixed up? Fear not, we re here to g y 
through this superb blood-sucking demo 


HUMBLE BEGINNINGS 

The demo begins wtth Raziel in a room with a 
locked door, so activate the Soul Reaver and 
press @ to open it (note you must remain In the 
Material Realm to do this). Vbull find yourself In a 
large circular area wtth a deep pit in the middle. 
The enemies here charge straight at Raziel and 
keep following him until you either defeat them 
or )ump down into the pit if you're feeling up for 
it take them out, but this isn't necessary to 
complete the game 

During combat the best technique Is to use 
your attacks wtth a combination of blocking and 
e/awe manoeuvres (lock on wtth a, then use 
direction and <g> to side step around the 
oncoming foe) This win prevent excessive 
daniage and avoid unwanted plane shifting Once 
the/re defeated, absorb their souls to top up 
your spun ener® 

)>/np down into the pit using your glide 
to reach the entrance halfway down 
Ithere only one opening yj locate It before you 
i ^npi U'/fii worry if you miss n. as you can 
sitmo back up the watts of the pit from ttie 
tMV/n tthe game is kind enough to prompt you 
Menever th*s is pcwibtej 

MOMNGON... 

Run dong the passageway to ihe large door and 
ou the enemy guarding it Use the Soul 


Reaver again to gain access to the room on the 
other side, then head through here and round 
the far right comer. Three enemies erupt from the 
ground, so dispose of them - avoiding the 
projectiles they hurt at you Shift to the Spectral 
Realm before entering the next section. 

Ytet more enemies attack and It's best to take 
these out, as you’ll be spending some time In 
this room. Once this is done, climb the pillar on 
the right-hand side of the room. At the top, shift 
to the Material Realm using the Planar Portal, 
ftext head over to the Demental Font at the far- 
left end of the ledge Stand in front of it and 
summon the Soul Reaver, then Imbue It wtth 
energy to transform It Into the Dark Reaver 

Head back to the centre of the platform and, 
on the wall above, you'll see a metallic mouth 
with two handles attached Stand In front of this 
and pro-/, @ to open the mouth, releasing a jet 
of cream This will enable you to glide across to 
the other platform without falling back to the 
floor iNoto If you do happen to fall, you must 
shift back to the Spectral Realm to climb back 
up and start again) 

EYE SEE YOU 

Once on the other side, head left and stop at the 
top of die steps. You'll notice a large golden eye 
I'xokmg at you Don't step towards It or you'll be 
rapped back to the Spectral Realm. Hold cn to 


swttch to free-look mode and hold ® to charge 
an energy burst. Aim for the eye, release @. and 
the pesky orb will roll back out of the way. 

Sast the eye and around the comer to 
t he left where you'll find a platform. Use the Dark 
Reaver on this and a bndge will appear, enabling 
you to reach the room on the other side .Don't 
go across it yet instead, head back into the main 
room not forgetting to zap the eye again on the 

way just for good measure 

Use the Demental Font at the far end of the 
platform to change to the Ught Reaver, then 
activate the steam on this side to glide to the 
opposing platform Turn right head up the steps 
and open the door here with the Ught Reaver, 
then head round the comer and across the 
bridge. Enter the room at the far end and use the 
Ught Reaver to shoot out the glowing crystal and 
obtain the still-beating heart 

Head back to the pit and jump to the 
bottom, where you'll find an 
entranceway wtth a slope heading 
downwards Follow this to the 
end and you'll emerge in a 
room wtth a plinth In the 
centre - on which lies a 
corpse with its chest ripped 
open Give the poor soul 
its heart back and then 
sit back and watch the 
delightful end sequence 
to this lengthy demo 

l!!1 
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OBJECTIVE 


COMPLETE 

T^FTHROUgHl 


Midway's superb arcade update is as slick as Elvis’s quiff but, 
damn, it’s tricky. Our exclusive slice of secret agent action 
features the game's second level, Dragon Strike and we’ve 
busted it wide open for you in our step-by-step guide. 


four targets for this demo are twofold. First land 
most Important! Is the primary objective - taking 
out the Dragonfly Helicopter, 'four secondary 
objectives are to destroy five NOSTRA transport 
trucks, locate the four Satellite communications 
points ISatcoms] and avoid civilian casualties 
While the latter aren't necessary to complete the 
demo, they're well worth getting and present 
much more of a challenge combined with the 
tight time limit 

We begin In an underground car park on 
board the super-cool G-6155 Interceptor vehicle 
fouve only got three minutes to complete the 
level, so dont waste any time Hit the gas shoot 
out the door and you're away. After leaving the car 
park, head up the ramp, round the comer and 
smash through the window on your right There's 
another window to your right again, so head 
straight through this too and dodge the series of 
trucks that will try to block your way. 

BLOW THE CHOPPER 

Round the next comer, train your guns on the 
Dragonfly helicopter in the distance and let loose 
as you approach it Congratulations you've Just 
achieved the primary objective! immediately shoot 
out the gate and take out the first transport truck 
- they're easy targets so your machine guns will 
iuffice Turn a hard right next and smash through 
the barriers to leave the compound. 

tou're out on the open road now and NOSTRA 
agents in cars are lurking around They're tricky 
customers ton use detractable wheel-spikes to 
cause senous damage to the G-6155 If they get 
alongside youL so be careful There are also some 
armoured trucks here too Either destroy them 
with your weapons or use your oU slick to keep 
em off your tail. Be careful of cMHans here, as its 
very easy to miss your target 

the second transport truck is found Just 
before you reach the village and the road splits 


here it doesn't matter vfoich route you take as 
long as you obliterate the truck first The forks 
rejoin again briefly then youll notice a dirt track 
off to your left Take it Smash your way through 
the boarded up doorways and youll emerge on a 
grass bank above the road The first Satcom 
beacon is ahead of you, so drive off the edge grab 
It and rejoin the road Up ahead there’s a supply 
truck Drive up the trailing ramps If you need 
weapons and repairs - which you're sure to. 

ROCKET, MAN! 

The road forks off to the rtgit Immediately and 
Joins the Autobahn, where NOSTRA motorbikes 
and articulated trucks join the fray The bikes pose 
no threat to the interceptor Iso just mow 'em 
downl but the trucks are an altogether different 
proposition. They’ll barge and smash you into the 
walls given a chance and they're sporting some 
heavy armour - rendering your guns next to 
useless Switch to your rockets to take them out 
and aim carefully to avoid civilian casualties 
About halfway down the Autobahn you'll find the 
second Satcom beacon on the hard shoulder (at 
the top of a ramp) and the third transport truck is 
also to be found nearby. 

At the end, head right The slip lane leads 
back onto a main road and the fourth transport 
truck is ahead. Take the next fork to the rlgn and 
keep going straight, through the flowerbed and 
along the lane ahead. At the end you'll see the 
third Satcom beacon above a roadside cafe, so hit 
the ramp at full speed to grab It 

DRIVING HOME 

Follow the road around, destroying the last truck 
as you go, and dive Into the subway on your right 
Follow this along past the tube train and hit the 
boost as you emerge to grab the final Satcom. 
Sprint along the road to the rendezvous point to 
finish the demo. 


0:37/* J 


‘9 

. him ; 

V**’* 


CHRLLENGE 

acceput*K comSrte^rdemoTn S' Sh0U ' d y0tJ choos€ 10 

Remember this means all cJ* than two mlnutlK 4 5 seconds, 
objective Up for wXn u !Thr^ ndary 803,5 35 we " 35 «* 

Page will self destruct in five seowd^' ** teeth and ho,d tlght ™ s 




SNIPER’S GUIDE 


SILENT 


FINAL JUDGEmENT 


Another great shoot-’em-up demo, but this time 
silence is most definitely golden. 

Making the grade as a top sniper In Konami's arcade shooter requires lightning-fast 
reactions, a steady aim and, above all. a cool head. Dont worry If you're struggling we're 
on hand to help you out with this comprehensive sniper's guide. 

GENERAL POINTS 

Pop those skulls - taking enemies down with head shots will provide the biggest 
bonuses both for time and points, so it’s worth practising your aim to get as many as 
you can. All the game's bosses can be taken down with a single head shot too. which 

can save you some all-important seconds 

Be quick! - time is everything in Silent Scope 2, so make it snappy. Getting through 
each level without having to resort to using continues is the way of a true sniping 

master. Practice, practice, practice... 

Accuracy counts - missing shots will drag down your sniper ranking at the end of the 
level, so make each shot count Only a perfect hit streak will provide that elusive 

Ultimate Sniper ranking 

Double kills - getting a double kill with a single shot is not only worth a big point 
bonus it's also pretty damn satisfying to boot They're possible in SS2 wherever two 
enemies handily stand lor pass) In front of one another. There’s at least one opportunity 
to do this in the demo version - see If you can spot it and pull it off. 

Practice makes perfect! - obvious we know, but putting in the time and honing your 
skills is the key to becoming the sniping daddy. 


LEVEL GUIDE 

Area One - Tower Bridge, London , 

in me demo. Jackal Is the on* sniper available, so « begin the P™ 

Bank me teoortsts shouldn't prove » “'"aid 

keep an eye on that time. There are three guys in 

somewhat so cam^does It Aker mis your^-^^fumen 
perched on the surrounding rooftops. The only 8® firing 

your sniper moves onto the bridge and 
As long as you’re quick though, they shouldnt p 

Area TWo - Chemical Weapons Factory Oslo around a snow-bound 

A complete change of scenery here, with e a ^ ^ mak|ng them 

chemical weapons factory In Norway. The ^ ^ |eve , sh0 uldnT prove too big 

difficult to see, but the pointer counters this Snlper ranking you mur 

a challenge but remember that In order to get^ ^ ^ compound and the 
take out both the driver of the truck at th around t he same area. There die 

snowmobile pilot who drives across your e ^ ^ watcd towers that may duck behind 

CHALLENGE 

Without using any continues, obtain the c0(T|e face to face with nya 

Ultimate sniper rank on both the areas them. he r dashing about and 

available This means 100 percent dont be put Oft by - hmwer your 

accuracy, so you can miss»slrr*. Mlng loose with her *’"*»’* ™ ^ 
* nr target total time is two f padv an d, when you see her nea . puu 

VConds It can be done but you'll need aim steady an . 
to make short work of Tanya a Single cap 


mnhn 


PlayStation*2 


www.victonoushoxers.c 
















SCSjors 

LUNHTER S UOL 



N,nnr o'* penucfo ID platformer 
combine old ikool thrill* with 
next (tom power to produce 
one of the moil enjoyable 
advwituro* on PS/ no far Here 
we present a guide to the 
demo's two exc ellent level*. 


•m or fear# 

i,mil lb# first Moo in id UW* 11 w»th doubi" |orr«|i In 
n>tn h (itii two gra«n 1 nrrtala hop ,l, °""" 10 
huff »l III* 1 •>«« n**dry f«r a be«t If yo" '"’"'I » 
inlliiw (Its path " >" ' II"’ brt'i«-'«mli».ii-»i" 
(wearing' nralur* nearby Jump into «rw» bonne* 

I,ail ami douW# lump to warb < nr i •' -•»"» *n 
ftlia III* nil Hi*' li'ilpi’ itb"v" Min<4 IP** alarm 
clack In maik ytklf pfpgrrw 

Umh thi> Mim mi the Intiljr «ud use H to 
m«ii h ilin i rysl.ils Of«rfjy lump up tha l"dgn<. 
Ahead mill widt h the r ut m ‘'tit with hipka Jump 
i//i mnl Utah tin’ *lm al Pif top and fun along to* 
pimlutm l/w tf ip tonin'" liiwf In ra>i< n Pm 
i ryxluK mul fraud than head through Ui«- dura ti) 
Ifio imnl nirra 

Mnml Pin ularm llm K (hail fim al Pm 
winged ciblect i" swing ami mm ti verra < fyslals 
(Jp Pw mips with lira Irani am In mm h mra* 
i lyslals mnl n Immi Run along to the < enlm of 
Pm fni'lm 1 mnl fin' .il Pm gutni M nu in Mop ll In 
111 Inn Its (Jilli Hy mil li.n k Mild grab Pin small 
Mini, limn |nnip onto Its big brother and ns* 
double lump In |iiri|ml yuursell upwards anil 
mui li llm i ryslale above fining this will shelter 
llm giant Mnn so unili Pin crystals II gives up and 
i'"l randy |n hand mi ymlt way 

Utah Dm nmnll Mnn again |H raspawnsl and 
tun hark Pm way ynn »anra along Pin bridge Its* 

II In turn li Pm IprJgp alary*, then lump Into to* 
i minnli wlilt h Hips ynp nvm |p annllrar ledge 
Qiab llm nimriiy tlral charge* ynn ami us* II In 
IiiiiI nl Pm "gg fur a Imatf lump Inin llm bounce 
pails In grab Pin crystals anil flip nilH lump In gel 
Pm star tom along to (lie *rid of dm platform and 
lump into mintlmr cannon, which liras you bank 

10 llm original palh Hall llm springing nimmy and 
double lump with il in mm II tlm i.rystak. then 

11 again uni n II s tm,pawned Mini II nf Pin box 
lilm king your path, grab Pm Imatl ami run 
Ihmugji In Pm im*| nm.i 

Mimil llm Iwn gmfin wlilgnil uIi|p< Is In math 
llm i lyslals, limn till Pip alarm dm k and lump 
lulu III" I anmm Dsn llm ( uiltcr Ilk* t;rualiira In 
Hy up and gi.ih Pm t lyslals, limn jump up Pm 
platforms In llm top (unlr dm first Mnn, |ump 
nntn llm liniini" pad and double |uinp In mar li 
iti"i" ' lyslals llah Um second Mnn and Ihmw |i 
in gal iim Sim one* ir«, rnspawimd grab ll run 
al'ing llm iPdgp and double |limp again In |, 
dm ' tysiais Imin lump dr/wn, grabbing dm 
' ryslals alnng Hip way, and gel dm (marl dial 
ynn'il Unit ai dm bottom 

lipstiiry llm rhaiglng rummy and |ump iriln 



Tb« i\rnbte%% Frenchman^ latest offering It 
primarily a multiplayer affair and our demo 
offers a tarter of each of the tWe’s two Woos of 
game. Read on for tips on how to trtumShh 
both tha racing and shooting levels 

MCSUUOUS TOWER RUWTMROUGM 

from (Ni dating llm. head toward', dm Mock moving )Jp 8(v) ^ 8f(( .. _ 

thi •* ** r,Wn hw * ^ •*» «■» dr gn mnunn g, Z “2T 

inl ,m along dm gjuund and an «« roou /.a a , A OplVtClmi 

roul* a* It t quli.knr and a Mm* t*S» of yuui ->111', H m« , <>M rt . 

and «rw IW tflr*(.1lon of to* purpl* Lum m ^ (tl ^, ^ 
toh rlgfit you'll *dar.fi your»*« to It wltt, or, "imrg/ tojam that Ms you w/uigL" V d* 
to side. yovrvrlt at too moving Oladurm p, the Mi ml jump onto « i you run 
along, douUto top lump to ttttvato your tmlio and mop you tailing as ttm piafomi 
rnovM In aid ot/t 

jump from hora onto th« first ol two pladorms ip* , w> , Wn thf , , fld (m 
lump fltol 'Ottol pWorm at w tlm swamp Us* y 0U r IMIo again | 0 stop you 

(ailing rt m I to Se C«rHul Imra, Imr au m ll your oppormn. rates dm rout* 
you, toorvB ftoltrh dm raiws and lowms the pladorms on *idmr sid* r/t tlm swamp 
tf toll Ii0(fp*"l mid-lump, you'll Iw back orrto ih«, main irask Mand on ih* Iasi on* ot 
♦Irate and lump, dran thool to* tontar I* you can vm on th* rmrtt platform (juirjdy 
lump tmkml part ft batons t pr-jps up again Do dm sanm on tlm nmd pmttrxm 
and. you jueip part tot* tontocl*. shr*rt dm purple Lurn In -wring over lo the 
i limbing w.iH lOdlun 

GlltfllJ Up ond lump onto toe right platform ai tin- top Pun around the central 
rtruotUISi jumping from platform to platlorm and climbing the various sections until 
you reach tod top tou'r* above a deep pit with vane wooden machinery turning 

around inwd* Ignore this and simply jump to 
the bottom as quickly as you can From ham. 
run down the revolving corridor, avoiding all 
the jump pads apart from (he final one Jump 
on tills and tire at your highest |>olnt to latch 
onto another purpl* Lum 

Swing from hem onto tha nerd platorm 
above the track On this you’ll find an 

•GCttorstor pad, hH It thpn lump oft toe ledge and over to the next on* Repeat this 
lin ill you much toe final platform then lump orrto the jump pad and shoot to giab yet 
another purple Lum Swing to toe nexi platform and onto the bounce pad, then shoot 
the final purple Lum tl> *Wlhg again From here, lump over lo the next platlorm and 

ynu'ra bftOk at tha start of tha courv- 

tHADOW PUUN TIP* 

I) I lie toe lock-on function iiwi i" keep your opponent in your sights tou may neafl 
to hMp pressing toll, a» tha lock will sometimes disengage War r an shale left and 
rtglit while doing thl* to avoid being till by enemy attacks k 

D l„ w opponfliT I*flrtng*»„ ft, 0 m '«* 

ft , wt.ll- and anaW. yon to d» I, ft- Urm ll you ft c,ol,> mi*. can ® 

aft. 1 '''® !!!l,real,m.lotfticte,«yoo'i-'»'-«i’i»"'W' 0 "'"'''**” 

ThU is a very uaeful tip to always keep it m mind gj 

4) Use the right analrjgue Ock to art ale the camera, enabling you 

nert mm has appealed 


01:28 654 
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SNOOKER 2002 


Just can't sink that pink? Struggling to down the brown? Ybur cack-handed days soon be over 
thanks to this guide to the do's and donts of Codemasters’ top notch snooker simulation 


GENERAL TIPS 

Use the practice mode to learn at your leisure - 
action of 

the demo and allows you to hone your skills 
without Interruption. 

lj Use the overhead view - this can be 
activated by holding the @ button and is 
particularly useful if you need to take a long shot 

view if only you could do this In a real game 
2) Learn to use the aiming aid - this consists 
of two lots of arrows showing the trajectory of 
both the cue and target ba/ls The former Is 
white, while the latter is gold These are partially 
transparent with the solid part showing how far 
the ball will travel at the current shot strength 
Dunng some particularly tricky shots, the aiming 
aid disappears so youll just have to trust your 

3j Speeding up shots - you can hold down the 
® button once the shot has been taken to 
speed up the action. This will help you make the 


4) Consider your positioning - w 

a shot don't just think about the ball you're 
sinking consider where you want the cue ball to 
end up lor the best position on the next ball. 
This is vital to prolonging a break 

5) If in doubt, go for the snooker - If you cant 
pot anything on your next shot make sure you 
don't leave anything on for the opposition. 

SHOT GUIDE 

The position of your cue tip in relation to the 
*htte when you strike it has a profound effect on 
the w^r it moves, allowing you to pull off tricky 
manoeuvres and position the cue ball for the 
next shot Learning how to use these different 
snots is the key to winning the match 
Basic Shots 

J>1 ^* r i,rr, ing aid with the left/right 
directional buttons and hold <n for more precise 
swnrot Once you've decided on your positioning 
■ ‘® to bring up the power meter, use the 
-: 'Town directional buttons to determine the 
’M and ® again to strike the 
»etw# Simple, eh? 


2) Putting side on shot 

Usihg sldespln is a good way to pull off tricky 
pots that you cant manage with a basic shot 
and they can also enable better positioning for 
the next bait Hold © to activate the spin 
indicator and use the left/right directional 
buttons to determine the degree of side you wish 
to apply to the shot 
3) Using topspin: 

Putting top on a shot makes the cue ball follow 
through further than It would normally. The 
extent to which the white will travel after hitting 
the target ball win depend on how high you 
strike it with the cue Hold © and use the 
directional buttons up/down to adjust the 
degree of topspin applied, then proceed with the 
shot as normal 
4) Stun shots: 

By hitting the cue ball very hard just below the 
centre, you can send the target ball at speed in 
the desired direction while leaving the cue ball 
where the target ball was struck. Stun shots can 
be very useful for tricky shots where you feel the 
white would otherwise follow through into the 
pocket or just to achieve better positioning 
5] Screw shots: 

if you want to pull the cue ball back toward It's 
original position, this can be achieved by 
positioning the cue below the centre of the ball 
While requiring a little practice to perfect, these 


v shots are an excellent addition to your 
arsenal and provide another way to keep that 
break going for as long as possible 

6) Swerve shots: 

Tricky to pull of (but all the more satisfying for It) 
Is the swerve shot Apply plenty of side to the 
cue ball (pick which part to hit according to the 
direction you wish the ball to travel) and hit It 
from above at an acute angle to cause the white 
to arc around balls blocking your path. 


CHALLENGE 

of play™ sl^how m ,,er 3 ,easlng ,hrce minutes 
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Okay, so our demo of Team 
SoHo’s latest football 
offering isn’t quite a game of 
two halves, but there’s still 
plenty of time to net a few 
storming goals before the 
half time whistle blows. 


Uniikr I'M> / volution Soccer and the FIFA 
games, ni .’002 uses a directional passing 
system whereby the ball will be played In 
the direction you're facing not automatically 
t0 in. ip iM",t player. What this means In 

practice h- th.it if you're wayward with your passes you can leave vour^eif ^ 
swift i mint. •. -.attacking moves, so be careful. Using the ground pass (®I islnurnal 
tool during r« >r mal play as the long pass l@) forward can be very d£ w the 
running player to receive and tends to result In a loss of possession One touch passes 
make fo, U much quicker pace to the game and makes It harder for the opposition to 
get hold oi tho ball. One-twos (using a double-tap of ®| and through balls (®) can 
also be very effective In the latter part of the field. 

Shooting: 

Shooting nr TIP 2002 is quick and fluid and there'll plenty of net-bursting scorchers If 
you strike them effectively. In general, shooting Is controlled with © but there are some 
variations that add to your attacking possibilities. Tapping the button will result In a low 
shot Into the bottom of the net while holding the button down will strike the ball higher 
and with more venom. This can be 
enhanced further by using the directional 
buttons to provide aftertouch, bending the 
direction of the ball as It moves Using the 
directional button left/right (depending on 
which way you're playing) at the same time 
as hitting @ will pull off a lob which can 
easily deceive the keeper. 

Crossing: 

Working space down the wings then 
crossing the ball Into the box Iwlth @| Is 
one of the most effective attacking 
techniques. The ball will go further and 
higher the longer you keep the button 
depressed, so read the situation and use the 
most effective tactic. Running the ball down 
I to the opposing team's goal line and dragging It back across the goalmouth proves to 
be an extremely difficult attack to defend against so use It at every given opportunity. 

Mil!" the ball from the opposition effectively Is key to your success on the Pitch, so 
learn which tackle to use In which situation. In general, you should stk*tttthinornat 
fnot-in tackle l@l as this Is much less likely to have the USi " e 

in 'iitingtackle l@l caitbea ™ Kh -s»lng manoeum hutmuate «to ^ 

absolute perfection (and NEVER from behind) or your player will be tak g y 

ADVANCED TECHNIQUES: 

Knock ahead e than t h e chasing 

Dribbling the ball will result In your player running J 3 ^ (he knock ahea d. 

'I 'trnders and to counter this, you can double t p P ^ q( ^ ba „ provid | ng 
Doing so will allow you to run at full pelt while ke p 8 
of course, that you don't kick It Into the path of an opposition player. 

Shimmies , aver ste ps to one side to 

The shimmy Is a quickly executed skl11 mov ® * ,, |kw y0U to cut through the 

avoid oncoming defenders and, If timed perfec y. |es . a shimmy with close 

1 ^position like butter. TIE 2002 offers shimm es n w||| resU | t jn a shimmy 

control can be executed by tapping ffl whlle^ ^ ^ kn0C ked ahead of your player 

EHRLLENGE f^'tor kicking#* opposition IntogMng 

'->ee how many you can score before the 1 )n yttal areas or |USt Simply 

half time whistle rocs and the demo away He completely, the 360 spin 

times out If you're feeling extra cocky, wrong-footing tne „ m button It’S a 

I'lay as Australia and see how many you Der formed by tapping 
' an put past the Gallic world champs. Is P that’s easy to pull Off a 

We've managed live ■ can you kick us great « ch q sW || moves. 

into touch? useful addition to your 
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ESCAPE FROfTl 
fTTONKEa ISLAND 

LucasArts’ pun-heavy adventure is a sly concoction packed with fiendish puzzles, groan-inducing humour 
and, well, lots of monkeys. Climb aboard our complete walkthrough to get the better of it, me hearties. 


Things To Do On Melee Is 


12231332^1 


ie nasty pirates have boarded Guybrush and Elaine's 
ship. We join our hero tied to the mast. To the right you'll 
notice a lit brazier. Move over there so you are facing the 
coals and use the brazier. Highlight 'Look at coals' and 
press <§>. Guybrush will begin juggling a piece ol hot coal 
with his feet tootsies Turn to the left, and take the 
option to kick the piece of coal at the loaded cannon. 

The cannon will fire and sink the pirates' ship, giving 
Elaine and her crew the boost they need to overpower 
their attackers Puzzle solved. 




Things To Do On Melee Island " When You're Dead 


fbu go away for a couple of weeks and this how you're 
greeted on your return? It goes without saying you need 
to stop the guy from flinging boulders at your mansion 
with that catapult Still, he's none too bright so you have 
a little time. Walk away from the catapult and follow the 
path east towards the wall. Pass through the archway 
and follow the wall until you are at the Melee Island* 
map. Head to the harbour, on the east side of the island 
and take the POPPED INNER TUBE Return to the Melee ' 
Island* map and make your way to the town. The first 
building you'll come across Is the Scumm Bar. Go Inside. 
Before talking to anyone have a quick gander at your 
surroundings. You'll notice that the drunken sailor has 
been given a balloon for his birthday) That's worth 
remembering Chat with him by all means, you won't get 
much sense out of him, but It's fun. Now talk to the 
crusty sailor on the left side of the bar. He's the owner 
and goes by the name Ignatius Cheese. 

*>u'll learn that an Aussie Is trying to buy the bar, and 
that he's a master Insulter. Ask him about Insult Arm 
Wrestling Then ask him to join your crew. You'll need to 
challenge him at insult arm wrestling This Is relatively 
easy. Just be sure not to use any insults that your 
opponent has used against you. 

Thu won, right? Thought so. Now go and talk to either of 
Oie dart players. Ask them about the number of holes In 
and they will swear blind that they never miss a 
shot Challenge them to hit the sailor's balloon. You'll 
stock the poor sailor and he'll pass out Now go to his 
table and take the BOWL OF JERKY PRETZELS 

Head left and you will be at the Melee Island* Town Hall 

K^mi talk “T 6 T Plr3,es standln 8 otrtsl <>e of It 
Keep insisting you know them, and eventually they will 


break down and tell you who they are. They are Carla 
and Otis two characters that appeared In the first 
Monkey Island game. 

Ask them to join your crew by promising them cushy 
government jobs Did you think we'd forgotten the 
mansion? As If. Head back there now and you will see a 
funny looking cactus Use the POPPED INNER TUBE with 
the cactus Walk over to the catapult and offer the lug 
destroying your home and offer him the pretzels Now 
he's distracted, tinker with the catapult controls This will 
annoy the catapult guy no end. He'll try and recalibrate 
the controls with the aid of the funny looking cactus The 
rock he fires will come flying back at the catapult and 
destroy It. Well done. You've saved your home from 
attack. 

After a conversation with your beloved Elaine and the 
other candidate for Governor of Melee* Island, go Into 
the mansion. Head right close to the desk and take the 
CUSHY GOVERNMENT JOB CONTRACT FORM. Move over 
to the table Elaine Is sitting at and take the 
GOVERNMENT JOB CONTRACT FORM. Give both of them 
to Elaine to be signed. Head back to City Hall and give 
the forms to Otis and Carla Ybu now have a crew! All 
you're missing now Is a ship. Oh, hang on a minute! 

Go to the Island map and head back to the harbour. Talk 
to the harbour mistress and Inform her that you are 
commandeering a ship. Nice try. She’ll Inform you that 
you don't have the proper authority. Return to the 
mansion and explain the situation to Elaine. She will give 
you the MELEE ISLAND* GUBERNATORIAL SYMBOL To 
the harbour! Use the symbol to Impress the harbour 
Mistress and she will take you to your ship. Your pink 
ship. Oh well. Time to set sail for Lucre Island*! 


First thing you need to do Is go and see the lawyers. 
They will give you a letter. Reading It. you'll see It's from 
Elaine's grandfather. It seems he has some gifts for you 
two. Make your way to the Lucre Island* bank. In the 
queue ahead of you. there’s a guy from Australia by the 
name of Ozzle Mandrill. We'll be meeting him again later. 
Meanwhile youVe got business to attend to. Talk to 
Brittany the bank teller and tell her you would like to 
remove some Items from your safety deposit box. The 
Bank President will take you to the vault and give you 
the safety deposit chest While you're there the bank will 
be robbed by you, or rather a guy who's calling himself 
Guybrush. This calls for action. 

plck up al1 the ltems ln the vault-the OLD 

STONCT m S Z SEA SP0NGEl,he MEDIUM SEA 
SPONGE, the LARGE SEA SPONGE and the 

HANDKERCHIEF, look In the safety deposit box and take 


Publisher Activision Developer LucasArts Price: £39.99 Players: 1 

The famous polnt-and-cllck piracy adventure continues In Its classic tradition of 
Interacting with amusing characters and solving cryptic puzzles to drive the 
eccentric plot. A typically smart witty and accomplished LucasArts game. 

Gn^lhics Painterly backgrounds. distinctive characters and brilliant animation 00 

Sound Some ol the best voice acting ever and great cinematic effects 09 

Gamepiay Chat to folk solve evil puzzles, pa to the next area Repeat to fade 00 

Ufa span KxjII be scratching your head at certain puzzles for weeks 07 

PlayStqtion,E \JEROCT 


TEN 

TIPS 


L Think laterally. 

2. Talk to absolutely 
everyone you meet.. 

3. ... And that 
Includes monkeys. 

4. Always try 
combining different 
objects - no matter 
how obscure the mix. 

5. If you're stuck on a 
puzzle, try using every 
object available in 
your inventory. 

6. Remember, your 
character can't die so 
don’t worry about 
trying crazy things. 

7. Follow every aspect 
of the story. After all, 
that’s the main appeal 
of the game. 

8. Make a mental 
note of any cryptic 
dialogue. It'll usually 
prove relevant. 

9. Laugh at the jokes. 

10. If you can get 
hold of a real monkey, 
it may prove useful In 
beating the game. 


the MUSIC BOX and the BOTTLE OF FINE GROG as well. 
Walk to the bank vault door and use the OLD SWORD on 
the bottom hinge. Then use the now BROKEN SWORD 
with the crack that Is now In the door. This will widen It. 
Use the SMALL SEA SPONGE with the crack. Now pour 
the BOTTLE OF FINE GROG on the SMALL SEA SPONGE. 
Repeat this lor the MEDIUM & LARGE SEA SPONGES. Et 
volla! The door will come right off the hinges, but you're 
not out ol the woods yet. Inspector Canard believes 
you're the thief so you're put under 'Island arrest'. 

If you want to leave you’re going to have to find 

the guilty party, prove they were at the bank and find the 

booty they pinched. 


Before you leave the jail pick up the CHICKEN GREASE 
near the Iron maiden. Now wander over to the perfume 
stand 'Scents and Sensibilities' and pick up the 
COLOGNE Walk just to the left of the stand and you'll 
find an EMPTY SPRITZER BOTTLE Pick It up. Done that? 
Go to the House of Sticks. 

Watch the short cut scene showing Ozzle Mandrill 
buying a replacement stick Walk over to where he was 
PP , * e W00D SHAVINGS. Head back towards 
rpr^cd p J ^ C6 ' Whlle you are here ' use the EMPTY 

spr^fS 12 ?‘ the ,ountaln ,0 "" 11 Up The EMPIY 

PERFHMF I™” Ca " ed ,he H0 ME-MADE 

Sh2n,mMM a 016 ri8ht and y0U W| " ,lnd ,he Balt 

nrol m ' d ° W " ,hero ' look - Plck “P the quacker 
shoo own° W 8 h u e ,he Balt Sh °P and *a |k to the 
aboSt the viM° Ut n ° SeleSS plrate thlef ,0 learn 
SSiU 5 r hereab0,,ts - Use the HOME-MADE 
stralTfn m ^ ree , ba ' L L£ave ,he sh °P a nd head 
MsesOTvl, C H IS ' a T map ' Next ' on to the 
the pudSJ USC ,he H0ME -MADE PERFUME on 

Return to the map and take the path to the 


H 



E5CRPE FRQm mDNKEa I5LRND 


foreboding mansion. Near the fountain Is the FLOWER. 

It's hard to see but It Is there. Pick It then combine It 
with the WOOD SHAVINGS and the HOME-MADE 
PERFUME Go back to the town and head left to enter 
the area near the Bank Go to the manhole cover and 
use the BROKEN SWORD there. Pick up the MANHOLE 
COVER. 

Go left from here and you’ll find yourself by the Palace of 
Prostheses. Enter and chat with Dave, then squirt him 
with the HOME-MADE PERFUME He will tell you the real 
name of Pegnose Pete (this changes with every game). 
Dave's on a roll so he'll also let you know he has 
directions to get to his house. All you need to do Is 
master the filing controls. 

Each symbol Is corresponds to a portion of the alphabet 
as explained below: 


Palm Tree: E to H 
Monkey: N to S 


Rabbit A to D 
Pumpkin: I to M 
Banana: T to Z 


For example, If Pegnose Pete’s real name Is actually 



Theodore J Wlngnut, the order of the symbols would be 
Banana, Pumpkin, Banana. Simple really When you have 
the correct symbols for the name you've been given, 
press the button and you will retrieve Pegnose Pete's file 
with the directions through the Mystes O' tyme. You can 
take the file with you but It's easier to write down the 
directions. Again, they will be different with each game. 
But before you head to the Mystes of Tyme. there's 
something else you need to do. 

Walk down to the docks and you'll see two pirates 
playing chess. If you talk to the fat pirate, you will find 
out the thin one has a crush on Brittany who's now an 
ex-bank teller. Walt until the fat pirate picks up a chess 
piece and then distract him with a well placed phrase 
(you'll know which one to choose). The portly pirate will 
then get ratty with skinny one. When the skinny one 
picks a chess piece up, use the phrase mentioning 
Brittany. Shlt-stlrrlng accomplished, the pirates will start 
fighting Take advantage of the mayhem to steal the 
CLOCK. Head towards the Mystes ‘0 Tyme. 

Pay attention during the next section, because It's a 
mite convoluted. Place the CLOCK on the raft. Now use 
the raft. With a bit of luck you’ll see a clock face In the 
lower left hand corner of the screen. Match the time on 
the clock to the directions you wrote down and head In 
the corresponding direction. Do this right and you'll end 
up at a gate And yes, that Is another Guybrush you can 
see. (You are the one closest to you|. Make a note of 
everything Guybrush says to you and the order of the 
Items he gives you. This part like the name and the 
directions Is different each game. Now continue 
following the directions. Before long you'll run Into 
yourself again but this time you'll be the one furthest 
away. By the way, It's probably worth saving your 
progress here. Here's where you trot out the Information 
you noted from the previous encounter with yourself. 
Mess up and you’ll go back to the beginning of the 
swamp. But you got it right right? Good. Keep following 
the directions until you get to Pegnose Pete's. 

As you approach his house, you'll overhear Pete and 
Ozzle Mandrill talking about a plan. Now, remember the 
TIN OF CHICKEN GREASE? Spread It on the doormat. 
Now head back over to the window and use the DUCK 
on the window. Yes, you read that right. Pete will panic 
and run screaming from the house, slipping on the 
grease and fall Into the cage on the dock Okay, you've 
bagged the bad guy, now all you need to do Is find the 
stolen booty and provide conclusive proof that Pegnose 
was at the bank 


Look at the MANHOLE COVER. Remember the names on 
It and go to the Prostheses shop. Talk to Dave about free 
Prostheses, after he's told you a story and youVe given 
him the names you had to remember, he'll give you the 
PROSTHETIC SKIN. You can also get the WOODEN 
PROSTHETIC HAND. Go to the music box and while the 
music Is playing and the words appear walk to the 
barrel and take the hand. Ybu'll have to try again If the 


SKIN on the manhole to turn It into a trampoline 
and then propel yourself Into the open window. Walk 
over to ladder and grab the SCUPPERWARE Now walk to 
the left of the counter and pull the chain. Go back to 
the ladder and climb up It to the balcony, on the left you 
will find a prosthetic nose that Inspector Canard will 
take - proving that Pegnose Pete was at the scene of 
the crime all along Now all you have to do Is find the 


Get some BAIT (rom the bait shop and combine It with 
the SCUPPERWARE. Now go to the termite circus and 
use the WOODEN PROSTHETIC HAND on It. Once done, 
leave the shop, look at the Lucre Island map and go to 
the mansion where Ozzle Mandrill and some stuffed 
animals are waiting Talk to Ozzle, but don't challenge 
him to a sword fight or you'll lose, then use the 
COLOGNE on any stuffed mammal. This will make Ozzle 
mad and he'll break his cane. 

Go to the House Of Sticks and wait for Ozzle to turn 
up to get his cane repaired. In the shop go to the rack 
of sticks near the 'Choosing The Right Walking Stick' 
sign where Ozzle's cane Is sitting Now use the TERMITE 
INFESTED PROSTHETIC HAND on It; this will leave a trail 
of sawdust Go back to Ozzle’s mansion and accuse him 
of hiring Pete to frame you. Tell him 'Pete's Booty 
Showcase has lots of booty. Ozzie will leave, so follow 
him through the woods using the trail of sawdust and 
you'll see a hill of sand and a hidden passage. 

Once down the ladder, press the red button on the 
table then climb back up the ladder and dive into the 
deep water, When you see the glowing fish open the 
SCUPPERWARE and catch them, you now have a lantern 
Go left into the cave to pick up the MARLEY FAMILY 
HEIRLOOMS and the BRASS SCREW that falls to the 
ground. Exit the cave and head left to dry land and the 
town. Go to the Hall of Justice and show inspector 
Canard the MARLEY FAMILY HEIRLOOMS and 
BRASS SCREW 


In the Mansion ask Elaine all the questions presented to 
you and take up her suggestion to visit the Voodoo Lady. 
Enter the International House of Mojo and pull the Index 
finger of the table shaped like a hand Ybu will leam 
about the Ultimate Insult and Grandpa Mariey's wedding 
gifts. When you ask her about the gifts, you will receive 
the EARRINGS, the NECKLACE and the PEN 

Leave and go to the M«6e Island map and then to 
Meathook's house. Talk to Meathook about the candles 
then take the PAINT BRUSH from the bucket he showed 
you. Head towards the docks. 

Use the QUARTER In the Grog machine: it will get 
lammed so give the machine a good kick, then punch, 
shake and yell at It and a CAN OF GROG will drop out. 
Head back onto town to the SCUMM Bar. which is now 
called the LUA Bar Take the CHOPSTICKS from the table 
to the left of the door, and order food A flaming ship will 
float by you Use the PAINTBRUSH in the mechanism, 
you must rime It so that the boat stops right In front of 
the painting When the chef comes out to investigate, go 
Into the kitchen and grab the CANAL STEAM 
GENERATOR and use It with the CAN OF GROG aaA 
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Ybu will now have the BLUE PAINTING 

In the docks go to the Dainty Lady. Use the 
EARRINGS. NECKLACE. PEN and BLUE PAINTING In that 
order on the figurehead. The next stop Is Jambalya 
Island. Before you leave, however, Elaine shows up and 
takes the MELEE ISLAND GUBERNATORIAL SYMBOL 

In town go to StarBuccaneer's Coffee Shop, walk up the 
tourist in the purple shirt and look at her shopping bag 
Take the STARBUCCANEER'S LOGO MUG then get a free 
sample of mini bagels from the counter. Ybu now have 
the BAGEL CHUNKS WITH SCHMEAR WHIZ That done, go 
to the Jambalya Island map then on to the pink house, 
you’ll see Stan there. Go over to the desk and grab a 
TIME SHARE BROCHURE then the JAR OF GLUE from 
near the door. 

At the Micro Graggery use the JAR OF GLUE on the 
Mechanical Manatee and ask the bartender about the 
thing with the saddle 

Tell him you want to ride It you’ll then receive a PLANET 
THREEPWOOD COUPON 

At Planet Threepwood read the menu and talk to 
the waitress and get a drink Sit down and ask the Pirate 
tor a free caricature, answer his questions to receive the 
MONKET MUG CARICATURE which when used with the 
jar orf glue can be stuck to the STARBUCCANEER'S LOGO 
MUG Swap it tor the mug that the waitress bought you 


me Grog then hell give you the WIMPY 
he bar and talk to the tourist by the 
t 3H you can about Tiny Lafeet When 

I chatting, go to the docks, get into the 
vi go ieh to Knuttin Atoll DorYt worry 
Casaba just let him know you're going to 


On the beach is a puppet show. Tell LET LeChuck he 
died over 80 years ago and ask him where he's been. 
Leave the puppeteer alone, then show him the BLUE 
PAINTING This will scare him and hell throw the 
puppets on the ground Now pick up U'L GUYBRUSH 
and Ut LECHUCK 

Walk to the beach and you will find a fat pirate with 
a parrot perched on either shoulder, one tells the truth, 
the other lies. Tell him he is large, then enquire about 
his father, Tiny the friendly pirate Ask where he burled 
the hat and hell tell you It was In a field of rocks Go to 
this field and use the WHISTLE to summon the parrots 
Give one the WIMPY GROG then ask a simple question 
like, “What is one plus three? * 1 This way you'll weedle out 
the lying parrot Now only ever ask the truth-telling 
parrot whether he is sat on the boulder that conceals 
the hat Keep moving and whistling the parrot until you 
find the right rock When you do talk to U'L GUYBRUSH 
& U'L LECHUCK Admiral Casaba will fire the cannon and 
blow up the boulder, revealing the BRONZE HAT. 


Back on Jambalaya Island go to the plank diving 
competition and use the CHEWED UP BAGa CHUNKS 
WITH SCHMEAR WHIZ with the seal oil that's on the 
table Talk to Marco de Polio and ask how to enter the 
diving competition Now go to the Judges and get 
certified. Once this process is done go back to Marco 
and tell him you'd like to dive against him. Ybur dive 
doesn't go too well so ask the grumpy judge what went 
wrong after a bit of a rant about his wife examine the 
TIME SHARE BROCHURE in your Inventory. On It is an 
Interesting picture featuring his wife which when showed 
to the Judge will make him give you a fair score Next go 
to the wise hippy-type judge to ask what was wrong 
with your diving Hell tell you to copy Marco's moves. So 
for the four kinds of dives here's what to do: 

Alpha Monkey: «- Keelhaul: f 
Rum Barrel: 4> Spinning Swordsman: -» 

Tell Marco you're going to dive again, but put on the 
DUNCE CAP - making you more aerodynamic which will 
satisfy the middle Judge. Copy Marco's dive exactly to tie 
his score. In the tie-breaker you go first so do any dive 
you fancy, and when It comes to Marco's turn he'll put 
the sabotaged seal oil in his hair, thus attracting seagulls 
which will put him off so he gets really bad scores Ybu 
have now won the contest and the Golden Man 
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aK ainst the cactus is a BAN* mon key throwing a 
for me Castle, and a ejwjj remenl ber which island 
bottle into a ^NANA PICKER to get 

it was At the castle use tn father Allegro 

SHIELDS on the ^dge^, about the i a va flowing 
Rasputin who Is a g ta ke the lava plunga 

through the church and you ls iand. and use the 

Go to the right of the W BonlX „ you miss It 
BANANA PICKER to ge make y0ur way to the pool 
me first time try a ^ N ^ Zuider Walk to the 

Return to the beachmW ^ ^ g^MA 

and get a BUNCH 0F B *^f and he li follow you to 

dose the ventwlthjmmy ^ ^ ^ you 
G ° li*»» vuwvdwhlDper'use the BANANA PICKER get 

ZSSXS&zxzzff? 

WEEDWHIPPER until there are 

to melleftand^usetheSHIELDS, and the monkey will get 
exdted and pinch them, in his excitement he'll drop the 

A To D StoSe U m°a P p iC and UP find the Wafldng Monk,r In 
ordeno leam Monkey Kombat The four buttons for the 
sounds are: 

@ - Ack ® - Oop ® - Eek @ - Chee 

Fight the Monkeys now, you'll encounter a timid monkey 
first, then some smelly ones, then the huge strapping 
monkey. The last one you'll fight Is the brawny monkey. 
Once he's defeated Guy is ready to take on Jojo Jr. You 
must copy your opponent's move three times In order to 
draw me match, mis will lead you to a clue as to what 
will happen at me end of me game. 

Although you're eager to fight Jojo Jr. you must first 
help Herman to retrieve his memory. To do mis go back 
to me campsite and throw me COCONUT at him, mis 
knock will make him remember a few things, but to fully 
restore his mind to its former self, throw me MILK 
BOTTLE. Herman will now recognise you, and If you hit 
him with me ACCORD IAN hell remember everything 
Now he's got his marbles, talk to him and you'll receive 
me MELEE ISLAND GUBERNATORIAL SEAL 

Now you know about Herman's past you must 
defeat Jojo Jr. It make take a few goes but persevere 
and you'll get mere. Once beaten you'll get me BRONZE 
HAT as your prize Finally head to me giant Monkey Head 
on me east of Monkey Island and use the BRONZE HAT 
Now use me BANANA PICKER on me Money Nose. Enter 
me moum and you'll be standing In a type of control 
room, have a look around and you will see a slot mat 
you can use with me MELEE ISLAND GUBERNATORIAL 
SEAL - you can now leave Monkey Island. 

You are now near the enri nf tup onmo snH 


Act III starts with you washed up on Monkey Island 
beach with Timmy me Monkey. Read me NOTE that's 
near the map men got to me map. Go and see me 
campsite Pick up me COCONUT mat's near the hut Talk 
to me man by me fire - It's Herman Toothrot but he's 


Ybu are now near me end of me game and mis final act 
will see you Inside me Giant Monkey near three 
antennae Go over to the smaller of the three and grab 
the BIG PLANK and use It with me small tower Climb up 
it and jump onto me BIG PLANK Jump a few more 
times to get to me top of me large tower If you pull the 
big switch you will men be In Monkey Kombat with me 
giant LeChuck Statue. 

If you copied the moves three times when you were 
fighting earlier in order to get three draw scores, you will 
see me monkey hit Its head Ybu'll then see Ozzle 
Mandrill on LeChuck Statue's head, fight him and 
get another three draws to be presented 
with a final cut-scene and finish the 
game, a 




Upset Sir Isaac Newton by defying oscarCm aln deternun^witbhoid 

It'S all in the attempt to rescue your kidnapped fr.ena 
anti-gravity technology in the year 2015. 
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Pubfesner *od*m Deeper Acctata/Scga PncaSSSM Players 1 

>fes, you ready do play the role of a taxi driver; picking up fares and trying to 
earn as much cash as possible within the time limit One of the best arcade 
games ever its instant appeal ensures you!) be hooted from your first pick up. 

Gnntacs =n*t and cveezy «! trocar Se^ Rae*a Of dock* 06 ^ 

Sound 07 MU 

Game*** 0B |UQ 
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TIPS 


L Stop as dose as 
possUe to the prrters 


RHZa 


TRXI 

Become the fastest/craziest/wealttiest cabbie ^ewholeof ‘Fnsco 
with our essential guide to Sega’s frenzied fare- em-up. Taxi. 


to save valuable time. 


punter waiting to be 
picked up. 


3. Drive in continuous 


passengers as you go. 
4. Remember that 



a 


f~ j| J£ 

y/T ■ ^ a 




Green customers pay 

5. Some customers 
change their coiota: 
Watch out for this. 

6. Crazy Dash as 
often as possMe. 

7. Rack up the 
combos to get tips. 

8. Don't Just fotkow 
the arrow, keep an 
eye out for short cuts. 

9. Make use of the 
ramps to junp over 
intersections rather 


10. Crazy Drift for 
rapid 180 turns. 


Picking Up Punters 

Always stop as dose as possible 
to each customer If they have to 
run you have less time to drop 
them ofl and they yefl at you 
Obvious, but irs easy to think a 
coupie of extra metres dorit 
matter They do. If you know 
where the passenger is headfrig 
try to face in that Erection when 
you stop, preferably with a Crazy 
Drift If you are not sure, hedge 
your bets and stop halfway 
between the two dfrecbons. Both 
courses are complete circuits, so 
the best way to play is to 
continuously complete laps On 
the arcade track, this means you 
must go through town along the 
freeway, to downtown, to the bus 
terminal and round to the 
university again # makes sense 
then to try and pick up fares that 
worn have you backtracking. 


Tips Tips 

Every time you pul off a Crazy 
Ht trick, a tip is added to your 
fare Crazy HRs then Ink into 
combos ixiU you have a front- 
end co«sion with another 
vehicle after which the combo- 
meter resets Good places to 
rack up the Ops are driving fee 
a nutter on the traffic-heavy 
freeway, and Mowing the cable 
car going down the Nfl. P's worth 
remembering that your Ops are 
doubled if you drive on the 
wrong side of the road And 
when you drop your punter off 
they wfll provide a Op based on 
your remaining time >bu usually 
get $6 for every fufl second of 
Ome that's left So speed Is your 
best friend 


The Colour Of Money 

AD potential customers have 
their own colow code 
corresponding to the distance 
they want to go and therefore 
the potential earning you can 
make from picking them up. 
took out for the Green 
customers, they travel the 
farthest and pay the most while 
Reds go the shortest and pay the 
least For maximum earnings 
your customer priority should be 
Green. Lime tfeflow. Orange Red 
MB Some customers change 
colow. For example a? the bus 
terminal some wfll switch from 
Red to reflow Again, use the 
cofow codes to pick up the ones 
that want to travel the furthest 


Driving Tips 

The green arrow does not 
necessarily point out the fastest 
route from starting point to 
destination, and there are plenty 
of sneaky short cuts if you're 
prepared to go hunting On the 
Arcade track, for example if 
you're trying to get from KFC to 
the heliport ignore the big s- 
curve and cut straight up the 
grassy bifl instead When 
continuing onto the baseball 
stadium, practice yow Crazy Drift 
jumping skills and leap off the 
edge of the hairpin bend rather 
than going all the way around it 


Hidden Customers 

Each hidden customer you pick 
up in the Arcade city should net 
you $2300-$4,000 Here's how to 
find them. 

L Mot strictly hidden, but at the 
beginning of the game, instead of 
driving forward, hit reverse. Pick 
up the woman directly behind 
you and she will pay for a ride 
right to the bottom of the hill 
Easy money. 

2. At the hotei/crown area, look 
between the two buildings near 
the intersection and you’ll see a 
tennis player, who wants to go to 
the tennis court Game, set and 
match - yow wallet 
3 Past The Levfs Store, there's a 
multistorey car park. Drive up the 
ramp, hug the left side, and pick 
up the old lady on the rooftop. 
She wants to go all the way to 
the police station Bless 


CRRZa DRIVING 




Crazy Tcto isn't just about getting from A to BITS 

atxM gating from A to B m the craziest way 
Pc«We WRh das in mind, here's a selection of 
outiandsh driving manoeuvres without which 

yow fare-earning prospects wlfl be very Imited 

Crazy Dash 

What is it? A turbo bwst that should be used as 
often as possfcle. but espedafly when moving ofl 
from a stationary posWori 
How’s it done? From Reverse, press Drive and 
Accelerate simultaneously 

Crazy Drift 

What is it? A handbrake turn-type skid that 


causes the cab s rear end to spin out making R 
ideal for swtngng round sharp comers Keep 
drtfongand you can spin continuously through 
360. racking up combos that earn a bonus 
How's R done? When accelerating forwards 
quickly shift into Reverse and then immediately 
back into Drive while turning sharply left or ri^rt 

Crazy Back Dash 

What is R? Simply the Crazy Dash but In reverse 
How's R done? Perform a Crazy Dash and 
qwdOy shift into Reverse 

Crazy Back Drift 

What is R? The Reverse drift spins yow car 180 


and then you continue driving backwards Great 
for when you mistakenly shoot past a punter 
How's R done? When accelerating forwards 
quickly shift into Drive and then back into 
Reverse while turning sharply left or right 

Limit Cut 

What is R? A more powerful longer-lasting speed 

boost than the Crazy Dash which can only be 

used when you're approaching top speed Ideal 
for long stretches of road attempt the UmR Cut 
m more confined areas and you'll just crash in a 
humiliating heap 

How's R done? Crazy Dash twice in succession 
to bum up to maximum speed 



Crazy Stop 

What is It? Coming to an immediate haft to 
collect punters and earn tips 
How's ft done? Either tap Reverse and slam on 
the Brakes or simply crash headlong into the 
nearest pole/building 

Crazy Jump combos 

keep an eye out for ramps to perform several 
jumps In a row and crank up the Ops 

Crazy Through combos 

By narrowly skirting past cars you can build up 
massive Crazy Through combos that lead to 
some heap bfg dppage 



CRRZy BOX 


You've earned great big piles of lovely moolah and picked un 
skills required to be a successful Crazy Taxi driver nowR outra * e «* 

abilities to the ultimate test (and learn a few morel3,li? n * to ** 
found inside the Crazy Box ^ "*>re| wrth the fantastic challenges 


CRRZa TRXI 


CODES 


Crazy Bike mode 

On the character select 
screen, hold in - tn 
then release m and 
then a Held ■ - rn 
again and then release 
both simultaneously 
before flnafly pressing 
® if the code has 
worked you will hear 
the sound of a bicycle 
befl and whichever 
character you choose, 
they win start the game 
rtdfrig a bike instead of 
driving a taxi Crazy 


Crazy Jump 

This Is the entry point Into Crazy Bax and aims to get you off to a flying start m more 
ways than one Its relatively strain forward but requires you to master the Crazy Dash 
to pass the 150m dear point But why settle for a pass? Squeeze three Crazy Dashes 
in and you! soon be flying past the 300 metre mark on every attempt A Mistering 
start is essential Let the speed build then Crazy Dash at around the midway point 
down the ramp and once again as you speed to the edge of the jump. See if you can 
manage to pull off a 400 metre jump. 

Challenge Rating 2/10 


Expert mode 

At the mam menu 
press and hold m - cn 
- S . Continue to hold 
these buttons imtfl the 
character select screen 
appears, then press ® 
to select the game 
mode. Now. when you 
begfng play the words 
Expert Mode' w» 
appear in the lowerHeft 
comer of the screen, m 
this mode there are no 
destination or arrow 



Crazy Balloons ll<f 

TlRs isfcWty tricky as the groups of bafloons often iflsperse when you I* them kxst 
use plenty of Crazy Drifts to change cflrecbon rap**y and flne ^ ^ 

^Tyou rsnot that difficult to burst them a* but getting a record 
SSconir«e reckon!Is bloody difficult as the smgfe 

arena take valuable time to reach. Plot a route for maxxmxn efficiency, be^nmng wRh 
the two singe bafloons directly ahead of you at the start 

Challenge Rating: 5/10 


indicators makxtgthe 
game much harder 


Another Day mode 

Press a on the 
character select screen 
and then release l 


left comer of the 
screen m tl»s mode, 
the layout of the dry 
has been altered 

■fo unlock the Crazy 


Start a game m Arcade 
or Original mode: 
making sixe you have a 


plugged m now. whfle 
playing hold • - a 
and press @ on 
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Crazy Rush 

This one Is a real stinker but never tear It can be done Time Is Incredibly tight here, so 
wasting time picking up or dropping oil punters Is out ot the question The way to 
make sure you do this Is to simultaneously Crazy Drift and brake as you approach the 
drop oil points It's not the easiest manouevre but once you've got It down you'll 
always come to a rest facing the remaining customers It goes without saying you'll 
need to Crazy Dash as soon as the punter hops aboard 
Challenge Rating: 8/10 



Crazy Jam 

Ready for some precision driving? Three passengers, one hell of a lot of tr 
time to waste make this a blast Again, time Is short so you can t afford a single prang 
Here s what you have to do Get moving with a Crazy Dash and head straight on to 
drop off your first and pick up your second passenger The next section Isn't such a 
breeze and will require some very sharp reflexes as you pick your way through the 
traffic Even so, you'll need to throw a couple of Crazy Dashes In there to make your 
life easier later on After that there's a relatively straight route through the traffic It s 
tight but you can hammer along quite happily You will however, need to swerve across 
several lanes of traffic to reach the third passenger Thankfully, the final leg of the 
challenge Is pretty straight forward 
Challenge Rating; 6/10 


Crazy Pole 

This Is one hardbolled challenge As with Crazy Rush, you'll have to brake and Crazy 
Drift using poles as stopping aids Do this and you'll come to a (temporary) halt 
alongside them and facing the remaining customers This time, one Crazy Dash per leg 
wool be enough - not If you want to get an outstanding time Even though It does 
make stopping dead all the more dicey, try to ftt a couple of Dashes In between each 
drop off point 
Challenge Rating 8/10 



BO JOE 

BD is best left alone 
until you’ve become 
proficient at the game's 
more technical driving 
His high top speeds are 
great for rushing about 
town, but his car has 
the worst traction due 
to Its slick racing tyres. 
However, this loose 
handling Is Ideal for 
extreme stuntage and 
makes BD Joe the man 
to take on the Crazy 
Box challenges. 

Car: Cadillac Eldorado 



QU8 

Gus has the heaviest 
car so he doesn't 
accelerate too well 
without Crazy Dashing 
like mad. What Gus 
really triumphs In Is 
hardcore handling His 
fat tyres mean that his 
cab grips superbly no 
matter how recklessly 
you're driving His 
brakes aren't too hot 
though, so use the 
Crazy Stop to bring him 
to a halt 

Car: Plymouth Fury 


CRRZy TRXt 



Crazy Bowling 

And you thought Tokken B<»wl was tun? Try tills on lor size Ybure 
driving around an arena dolled with pins and have a limited 
amount of time to knock them all down As you’d expect you can't 
afford to miss a single pin If you want to beat the challenge The 
key to this one Is to approach each triangle of pins from the side 
and pull off a delicious Crazy Drill at the last Instant This way you 
broadside the whole lot and position yoursell perfectly for the next 
set Watch out lor die sidings If you overshoot, as you can get 
trapped In them and waste time you simply don't have 
Challenge Rating 8/10 





Crazy Zigzag 

Control Is everything on this challenge. II you’ve mastered die 
Gra/y Drift land II you haven't you're unlikely to he here In the lirst 
placet you should be tine (relatively speaking Each corner is a 
rtgh! angle, so Its Mplul to remember that stopping a Crazy Drill 
allows you to drive on In the direction In wtilth you terminated 
the Drift With this In mind the best way to tackle the challenge is 
to Crazy Drift over the gap at the Intersection ot each trend, 
leaping slightly over the space below this way you'll slioot 
straight ahead on to the next strip o! road Bear In rnlnd dial die 
road Is very narrow labout twice the width of your taxi) making 
room lor error negligible 
Challenge Rating 9/10 



Crazy Zigzag 2 

H die first Crazy Zigzag got you turning you might a-, well sit down 
before you read abort this one The task here Is similar to the tlrst. 
only d.is time you have to ferry seven passengers to drop-ofl 
point* on the narrow ocean-bound treeway However, the green 
slop zone vrtiere you must drop each passenger oft overlaps the 
rolling ocean, gy/lng you a space In which tr; stop the size o! a 
gnat's wallet It* only way to putt this oH is to Crazy Drill and 
brake Into each zone with your flank parallel with dte road edge 
so dial you’re far ing directly ahead along die next strip of mad 
The 29 second time limit Is harsh to say the least but. as ever 
practice make*, perfect Bull this off and you will duly be a Crazy 
Toxl god 

Challenge Rating 10/10 



Crazy Through 

Alter that last one this Is a picnic A Cra/y Through Is a near-miss 
with another vehicle so, all you have to do Is speed cloys to or 
between the heavy traffic on the road. Drive safely and the 30 
combo pass mark. Is easily achievable. However, crash with 
another car and the slab: Is wiped clean forcing you to start Irom 
scratch The best way through Is to maintain a (airly direct course 
with rather than ogo/nsf the flow ol traffic. Playing chicken with 
oncoming traffic |ust Isn't worth It. At least here 
Challongo Rating 6/10 



sssso-r« rrrites— 

you've completed all six main bonu f |or kwtsel ol the 

mini-game Is to make a complete dflBglwMWj'J 1 ^ 

Arcade city within a lour-mlnute time f DlVl hing all 

and you'll have to poll ol and It's time to 

the way to have any chance ol success « ^ ^ ^ acmv *i 
collect your hard won reward A push - wa tch out 

from the cabbie selection screen e Apparently 

(or any taxis while you're out and about on your mm. 
they're a bunch ol maniacs. 

Challongo Rating ll/W 



The ob|ect here Is to make your way through a busy and ''‘ i jd 
multistorey car park With only 29 seconds on the** 
your IndestnidJblc way through rrt)*JacU,^snT going to gel you 
very tar The trick here Is to pull a Cra/y Drift ofleach ramp to dte 
next level lothcrwlv known as a Crazy Jump IWWiabflM luck, 
you'll miss some ot the traffic and parked car*, andlandlna 
good position to cut diagonally across each floor Wtth agUrtyarvt 
a spotor two of luck you should be able to speed your punter to 
his destination with maybe a second or two to spare 
Challenge Rating 8/10 
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hunter 


a fantastically ptoyaWe 

•iStXT ° n 

sss.er-’ 


YOUR ARSENAL 


the*e m* your standard ten 
firing weapons that are etfec 
tor taking out some oflhe 


OIL SUCK 
Type Rear 

Pretty much useless las are al 
the rear-based weapons!, this is 




GODED MISSILES 

type Forward 
tone 20,40 up to 160 


RAIL GUN 

type Forward 


SMOKE SCREEN 

Type Rear 



price £39.99 Players V2 
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MISSION 1: TEST TRACK LICENCE 

S'ViocLtime: 3*0 Upgrade: Unguided Miss„es_ 

OBJECTIVES 
. Primary: 

L Shoot an the targets 

Secondary: 

2 Navigate all slalom gates 
3. Avoid barrel obstacles 

4 Activate all Satcoms 

5 Place GPS trackers on boat targets 

6 Clear 50m on turbo jump 

7 Minimise civilian casualties 

■four first aim is to avoid colliding 
with, or shooting any of the barrels 
Ytiu can weave in-between them at a | 
fairly high speed, making sure you are 
turning in the direction of the next 
gap as you pass through the present I 
gap The next phase is the slalom ! 
gates When you enter this zone youll I 
instantly be bombarded by fake 
explosions used to simulate hostile 
condKions Try and ignore these and 
concentrate on going through the gates. The next gate is always marked 
green, so if it is marked red then you've obviously missed one There is a row 
of barrets midway througi this phase, so be sure to mount the embankment 
to get past them You won't have completed this objective by the end of the 
phase, but don't worry, there are more gates to come before you’re ready to 
leave this mission 

The next part of the mission involves targets As this is your primary 
objective, you must ensure that you hit only the highlighted ones and no 
civilian targets To save time and avoid the risk of taking out the wrong 
targets, we recommend driving into them rather than shooting 
The next stage of targets is slightly trickier and you will need to employ guns 
to take them out while taking care not to run into any of the moving civilian 
targets There youll transform into the boat so continue through the 
remaining water-based gates, making sure you hit the one that Is concealed 
behind the right-hand breakwater You will complete the slalom objective at 
the end of this phase. The next objective is the Satcoms, four of which are 
situated at the lip of four forthcoming ramps They are easy to hit but you 
must watch out for civilian boats. 

four next goal is to place the GPS trackers on the three targeted boats. 
This is easy provided you don't hit any obstacles or civilian boats Youll 
have to be quick otherwise the targeted boats will get away so 
drive up behind them and press the @ button to deploy a 
tracking device The next objective is the turbo lump, so 
double tap the ® button when you're on the approaching 
straight and youll clear the distance with ease 

For the final furlong the Interceptor will change into a 
motorbike, so prepare for a change in the handling Avoid 
the barrels and head into the weapons Van When you 
emerge, it's just a straightforward dash to the finish line. 



MISSION 2: DRAGON STRIKE 

Time limit 7:00 Cheat time: 3:35 Upgrade: Machine Gun Ammo X2 
OBJECTIVES 

nFCfESN Primar y ; 

l Destroy Dragonfly helicopter 
I Secondary: 

I 2 Destroy transport trucks 
I 3. Activate all Satcoms 
I 4. Minimise civilian casualties 

First of all, destroy the garage 
door and head out Into the i 
loading area. Just Inside the 1 
warehouse [where you'll spy 
some fork-lift trucks) turn right ] 
and smash through the window 
M After weaving past some trucks 
——you'll turn a comer and see the 
Dragonfly on a helipad straight ahead. Conserve 
your ammo and ram It at full speed. Primary 1 
objective complete, onwards and upwards I 
Your next goal Is to destroy the transport | 
trucks, and one will come into view as you make 
your escape from the factory. After destroying the 
second truck, look for a fork in the road and a 
turning off to the left Proceed as normal, taking 
out enemy spy vehicles and avoiding any civilian . 
transport then take the second left fork that'll I 
lead you through an old castle. As you jump 
back down onto the main road, youll hit one of 1 
the Satcoms. 

Now you take to the motorway and. just before | 
the enemy transporter, there will be a ramp on 
the hard shoulder that'll launch you to the 
second Satcom. Once off the motorway, destroy l 
the next transporter and then look out for a fork 
off to the right just before you hit the town This | 
back lane will take you to a ramp leading to foe 

_ third Satcom. Finally, destroy foe last transporter I 

-and then look out for a Satcom on foe right | 

back out of the subway and straight to foe rendezvous point 


MISSION 4: SWAMP VtiMum 

Time limit 7:00 Cheat time: 3:15 Upgrade: Smoke Screen 

OBJECTIVES 

Primary: 

1. Destroy combine control towers 

Secondary: 

2 Activate all Satcoms 

3 Place trackers on transport trucks 

4 Minimise civilian casualties 

Turbo boost your way off foe ma * a " d 

then shoot foe gate to get onfothe nufo _ 

road. When you come to an opening veer _ _— . 

left and then jump Into the water By to"*? htt th(i satcom. Proceed along foe 
out ill »-e water Wng« « m*** •“ 

jungle path until you come to anatt} J'^ _ mis win land you in another I 

‘middle one and then i» SK*«*, ^ponsvan. *>*£****?* 
waterway leading up to up ahead Activate 

foe water and then take foe l^-handrouteup targets and concentrate 

pressing L3 to ^ ****** »"* a * 

to tag and you re done ^M 


SPy HUNTER 

MITC T* AM Al 




MISSION 3: ROUTE CANAL 

Time limit 6:00 Cheat time: 2:40 Upgrade. Guided Missile 
OBJECTIVES 
Primary: 

L Destroy satellite trucks 

Secondary: 

2. Place trackers on cargo ships 

3. Activate all Satcoms 

4. Minimise civilian casualties 



Head straight ahead and take out 
foe blockade of gondolas Be sure 
to hit foe ramp on foe rtght that 

1 takes you back onto diy land, as 

,i | i s. -.i H ■ L Wr* 

** Jr IE '■ Wt • 

— 

r II 

1 

I 

*4* v ] ^ Jk „ 

a W JE 

WKSh ' ~ J Wwm 

veer right and 

is located ^ * able to MR head on 

Without Slowing down and and then prepare to boost There is 

The next cargo ship is sfoatfrt ahead *> ragu^ ^^ need to boost in plenty <* 

SmTto hit!' ^^'ta^e^asa^way fotwgtget foe foW 

1 STL'S? 

underground base, which is^ ^ base via foe back 
is on foe right and foe on foe nght wfoch win 

I^sion^Tdoublevision 

Time limit 700 Cheat time: 

OBJECTIVES 

3 Destroy all communication towers 

K 

mm- m i 

machine gun fire into it asp^Me 

before it loses you in a smote screen. 

As foe interceptor speeds o«. 

concentrate on destroyingfoe rt _^foe second tower, look out kxa **** 

^SS S sssssesssss 

me ramp and youll easily 
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MISSION 6: COLUMBIAN EXTRACT 


me Omit *00 Cheat me: 3:45 Upgrade: CMP Can~.n ^ ^ 

I OBJECTIVES l0Cal -- j •» Mmaj a hi 

I nlscorMES cargo truck to safety 

Secondary: 

J 2 Destroy all prototype vehicles 
I 3 Activate all Satcoms 
4. Minimise civilian casualties 

| There's no need to stick close to 
| the IES cargo truck, simply surge 
I on ahead and destroy all of the 
J enemy vehicles and towers with 
M I y our guided missiles Once you 

get ahead of the enemy trucks they tend not to inflict 
any damage on the IES truck, so concentrate on 
destroying the towers first and foremost 

just after the pick-up point (which Is a hovering 
chopper with a lowered wlnchl. there will bea• »"P 
straight ahead to the side of the river bank Hit this with 
your turbos and jump onto the large ship - the first 
Satcom is situated at the front as you jump off 
Once In the water, use your missile targeting device to 


it two prorogue* mo* . 

1S®§ 

X lock you should notice a boat moored 

SSsSiwr-aa- 

inside to tag the third Satcom. 

Refore too long you'll see the location of the final 
prototype This one is considerably more feisty than the 
others^and will flee amidst a smoke screen when you hit 
it once Follow it into the water and unteash a lurdier 
four missiles to sink It. When you re done, take the left 
hand ramp out of the water and enter the tunnel Aher 
short distance you'll see an opening on the fight lump 
down here and you'll land in an empty'ock Acce'erate 
out of there and as you emerge you II tag the last 
Satcom Now simply make haste to the rendezvous point 
to complete the mission. 


MISSION 7: IES TESTING FACILITY 

Time limit: 7:00 Cheat time: 3:10 Upgrade: Missile Ammo X2 
OBJECTIVES 
Primary: 

1. Shoot all targets 

Secondary: 

2. Navigate all slalom gates 

3. Avoid barrel obstacles 

4. Disable all EMP targets 
5 Navigate through lasers 
6. Clear 75m on turbo jump 
7 No civilian casualties 

I uke the first testing track the first thing 
I you'll come up against is several rows 
I of barrels which you'll need to weave 
, in-between. Next Is the slalom gates 
I and this Is considerably trickier than 
J before because you'll need to use your 
I turbo boost to hit some of the ramps 
I and clear the barrel obstacles beyond 
I them. Go through the first two gates 
I and use the ramp after the third to 
I clear the barrels at normal speed. Hit 
I the next gates and when you come to 
I the next ramp, use about half of your 
| turbo boost and you'll clear the barrels. 
I Slow down slightly and avoid the next 
I set of barrels before gearing up for the 
I final jump. Use whatever turbo power 
you have left and you should make the 
distance without hitting the barrels Two more gates and you're out of there. 

Once Into the next phase, bring up your scanner by pressing the ® button and you 
should see which targets you need to hit Uke before, simply drive Into them to save 
time. The next target area can be easily cleared using your guided missiles but you’ll 
need to use extreme caution not to hit any civilian targets. 

When you transform Into the boat hit the first few gates as normal and watch out for 
the final target In the water. You will need to lock-on and destroy this as early as possible 
because it soon disappears. Keep hitting those slalom gates, avoid the moving barriers 
and be sure to hit the gate that Is concealed behind the left-hand breakwater about 
halfway through the course. When all of the gates have been cleared, switch to your EMP 
and get ready for the next phase. 

The first EMP target Is straight ahead but you'll need to fire off your charge before you 
drop down the waterfall. Now veer left and use the ramp to hit the next target, taking 
care not to hit any civilians as you land. One more EMP target awaits and this can be hit 
by using the ramp just before. Walt until you're on the flat raised platform before firing to 
ensure that you don't miss. When the third target has been hit, switch on your scanner 
and weave through the laser trip wires, using ramps to jump them where necessary. 

The next challenge Is the turbo jump. Use your full turbo boost and you shouldn't 
have any problems clearing 75 metres. Now only a few more barrel obstacles stand 
between you and the finishing line. 


MISSION 8: ESCORT SERVICE 

Time limit: 7:00 Cheat time: 3:05 Upg rade: Flamer ^ 

OBJECTIVES 
Primary: 

1. Escort IES agents to safety 

Secondary: 

2. Destroy power module In base 

3. Disable all bombs with EMP 

4. No civilian casualties 

Boost your way through the sewer 
tunnels using your machine guns to 
destroy any falling mines that 
happen to stray Into your path. 

When you eventually get out and 
onto the open river, drive ahead of 
the agent's boat and take out those 
towers and enemy vessels using 
your guided missiles Now blast 
upstream and look out for a turning 
on the right after you've passed 
several bridges. This secret route 
has a capsized boat down It which 
you can use as an effect ramp to 
boost up and launch you over the 
hidden tripwires protecting the 
enemy base - this bit will be almost 
Impossible if you don't hit this ramp. 

Shoot the control panel next to 
the base entrance and then make 
extreme haste through the core, 
targeting and destroying the power module as you go. 

On your journey back to dry land, destroy anything that moves with your guided 
missiles - as you won't be needing them after this. Once onto the highway, veer left 
after the toll booth and Into the channel tunnel. The first bomb will be straight ahead, so 
switch to your EMP and strike It from distance. As you continue along there should be a 
train on your right. When you pass It veer right and the second bomb should become 
apparent. When that Is diffused, turn sharply back Into the left tunnel and prepare to 
mount a platform on the left that'll lead you to the third bomb. When you emerge from 
that tunnel, head up the next one on the right There Is a ramp a short way along that 
you'll need to mount before steering right onto the roof of the train and right again onto 
a raised platform - the fourth bomb Is up here. When the fourth bomb has been 
diffused, head down the next tunnel on the left and prepare to take out the final bomb, 
which Is just In front of the rendezvous point. 


KM 


MISSION 9: GERMAN BUTZ 

Time limit: 7:00 Cheat time: 3:45 Upgrade: 25mm Guns 

ICPTIWPC 


OBJECTIVES 
Primary: 

L Escape Nostra warehouse 

Secondary: 

2. Scan and destroy all transport trucks 

3. Destroy all communications towers 

4. Disable all bombs with EMP 

5. No civilian casualties 


SPy HUNTER 

I MISSION 10: TERRORIST LOCK DOWN 

| Time limit: 6:00 Cheat time: 3:15 Upgrade: Swarm Missiles 
OBJECTIVES 
Primary: 

1. Destroy all mobile missiles 

i Secondary: 

2. Destroy all communication towers 

3. Destroy all stolen harriers 

4. No civilian casualties 


I You'll start off In a rather sluggish civilian car, so 
Immediately turn left Into the warehouse and 
J navigate you way around the storage containers. 

The wooden boxes can be driven through to 
^ save time and you will need to pay close 
attention to your speed when taking comers, as 
you will often have to turn sharply around a 
blind bend, only to plough straight Into a metal 
container and waste time If you're travelling too 
fast, There are several different routes through 
this area, but time Is very tight so use this 
1 simple guide: sway right, sway left, sway right, 

I sway left, hit the ramp and veer off to the right 
and through the crates at the end of the stack, 

I sway left, sharp right, through the centre of the 
containers, sway right, sway left, take a very 
sharp, slow right through the door, sway left, sway right, hit the ramp and veer right, sway 
left, sway right, then head straight down through the door at the end. 

Drive Into the Weapons Van to get your Interceptor back and then select guided 
missiles as your weapon. Take the next fork on the right and take out the first comm 
tower - the other comm towers are out In the open so keep using L3 to target them as 
soon as they come Into view. 

As you hit the town, take the right fork down Into the subway and then blast the 
panels on the right as you go round the bend to reveal a hidden passageway to the first 
bomb After some more comm towers, the first scannable truck will come into view. The 
ones you need to destroy always appear In the same order, so activate your scanner 
uslne the (8) button and take out the ones with bright yellow cargo. Continue down the 
motorway and then look out for a right fork When you come to the service stationer 
left and diffuse the second bomb using your EMP. Now continue down the road 1 taking 
out the last comm tower and destroying the last transport truckuntHyour reachthe 
rattle ruins As soon as you enter, take a sharp left and proceed up the ramp the last 
bomb Is to be found up here. With that safely diffused, charge on to the rendezvous point 

MISSION 11: FRENCH KISS 

Time limit: 6:00 Cheat time: 3:10 Up grade: Guided EMP 

OBJECTIVES 
Primary: 

1. Disable bomb at race with EMP 

Secondary: 

2. Avoid lasers and penetrate secret base 

3. Destroy all chemical containers 

4. Destroy all communication towers 

5. Destroy all transport trucks 

6. No civilian casualties 


Select your guided missiles and proceed 
downstream. Take out the various enemy 
vessels and the comm tower on the left , 

When you near the docks, take the left-hand 
ramp and then take out the second comm tower before entering the tunnel Proceed 
straight through and you'll come to the first mobile missile launcher - O^t and shoot 
well In advance, as the launch timer soon counts down and you risk losing It and falling 
the objective. Once out of the tunnel, use your flamer to take out any enemy vehicles 
behind you and continue through the docks. Veer right when you come to a blockade of 

C ° n Once^mo d the tungle. look out for Tlork on the left and head straight up to take out 
the second mobile missile launcher As you exit this area, via awooden bridge, it will 
collapse and you'll land on another |ungle path Take out a further twocomm towersaod 
follow the road straight ahead. After breaking through two gates, you II drop down Into a 
tunnel before hitting the water. Once In the drink, take out the next comm tower on toe 
left and then look out for a crane suspending a crate In the dock straight ahead. Assoon 
as this crane comes Into view, target It and unleash a missile This will cause the crate 
be dropped Into the water, which will then form a ramp. Turbo boost up this ramp and 

,h TsUh?mKErch« « ba.rlcis. so Ul« tom at out in quick 

succession with either missiles or machine guns. Finally, take out toe last comm tower 
on the left before hitting the rendezvous point 


As soon as you start, enable your missiles 
and then smash through the barn door. 

There will be a comm tower to destroy 
straight ahead. As you go d°wn the h»i, down t0 the water 

head straight towards the doub you land, shortly 

via a series of ramps. The ne>d comm tower Is^on we^ ^ J ^ Wp wlres 
followed by the third. the entrance for the secret base on the 

baC Syou* back out Into .he open, keep unteaebrng missiles a. d. cboppem. enemy 

boats and. more .mporwnlly, t ; e ao c Xfen.sh»m supplies In the weapons van. Nov, 

Now head back to dry land and rep emsh yo^, _ transport trU ck should come 

switch to machine an< J he ^JJ t ° t a ^ear a im and take it out - using machine 
intn v/ipw shortly, so wslt until youve got civilians Stay on the hard 

gsTould Induce the dsk ol accidental,, «ngoul,’q and. when ypu 

- emerge (rom the tunnel, shoot the 

I next two trucks before veering right 
I as the road explodes. You will now 

I gatecrash a ma|or racing event- 

I much to the commentators 

I astonishment Dodge the F cars 

I and navigate your way aroundthe 
I trac i, U ntll you see a collection of 
1 barrelson the left. Smash through 
I anduse your EMP to disable the 
I bomb Now Put your <oot down and 
I shoot the control P anel t ^ ^ , e 

I bridge before taking out toe fast fovi 

I trucks on your way to the finish 


MISSION 12: LOCKED KEYS 

Time limit: 6:00 Cheat time: 3:30 Upgrade: Rail Gun 
OBJECTIVES 

1 Disable generators in base with EMP 

Secondary:- 

2 Scan and destroy loaded trucks 

3. Destroy all Nostra transmitters 

4. No civilian casualties 

Switch to missiles and then blast the 
first transmitter as you take the first 
ramp out of the water. Stay on this 
bank for the duration, targeting and 
destroying all of the enemy vehicles 
and two further transmitters. When 
you're on the open road, veer nght just i 
after the truck and take the wrecked I 
bridge Weave past the gaps - faking 
care not to fall Into the mine-infested 
water - and then target and destroy 
toe next transmitter After this bridge, 
stay on toe right and uke the nert 
wrecked bridge This is hard to get past 
I as It's broken into sections, each with 
several chunks token out. 

Target and destroy toe next 
transmitter as you navigate the 

1 treacherous terrain, then, when you „ 

«aw 

S It%SS SXSW- Si sna ms 1m ' 0 ““'*' 
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am, tbeu *lWtXise.quickly « “SESStS* 
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MISSION 13: VENETIAN BUND 

Time Emit S.OO Cheat time: 2:15 Upgrade TUrtoo Recharge X2 



OBJECTIVES 

ruS**** <**** '***■" ***** 

Secondary: 

2 Destroy A««corf*ri» 

1 Dtutte nuclear sub »«h EMP 
4 no cMMn casuaiies 


streets As you approach 


throt* the sow* *s yc 
the water mere wAbe • 


sub and destroy « before your s»*h 

charge reus out Now too* out lor the 

r*np on tfw left when t»k« you 

tuck up onto me bank and r* th< 


the Bank at a« costs. As you Nt me 
Bodge, unleash *ou nussAes at the 
stealth nuO nearby and head down 


iter to your ft** and unleash your 
ssaes just as you n« the bodge - 
s missiles wA now dear the w«« 


Now take out the Nostra control 


_ ?r me next stealth gate When 
you land. Dooa your way back rto the note' and take a hard left. fou should now be 
abte to target the dbtant steafth suO and tAm * up just before your stealth expires. 

After the weapons Boat Nt the next stealth gate and take cut the next stealth sub 
Stay left and h* a torther steafoi gate before veenng to the ngf* and tatong the ramp 
back up to dry land Just beyond me bodge wA be the next stealth sub. so target and 
desoov we« *n advance Just after the brwge wA be a ramp leading c* to the right take 
t and men you* be launched over to another ramp out m the water hr this and then 
blast through the doorway to the nuclear sub hanger Use your EMP on the nudear sub 
and proceed out the nght stoe of the buAtng 

Me* frw** youre onto the final straight of mis dffeuft level Stay to the ngt and frit 

the ramp to the last stealth gate target and destroy the last stealth sutx then stay rt^it 
and keep on the dry land kt the end of this bank wA be a ranxx so use yoir turbo 
charge and an stragnt ahead as you* and m a short-cut through some houses man 
tale you strait to the *esh and help you towards a cheat-toosenmg tme 
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MISSION W :EYHOFTHE SrORM 

I . ^ rfv ,, t time: 5:10 Upgrade: None 

Time Bmit - OBJECTIVES 

foSSTthe four Horsemen’ with 
EMP 

Secondary: 

2 Destroy all Scud missiles 
i Disable electronics m outpost with 
EMP 

4 No civilian casualties 

The final mission is by no means that 
hardest but it s very big and obtaining 
that cheat time takes great expertise 
When you start follow the road until 
vou come to an EMP tower tou don't 
need to destroy these but they will 
temporary disable your weapons and 
turbos rf they hit you. At this tower, 
take a hard nght and veer around into 
a destructible bnck wall. Now follow 
this hill upwards and enable the 
stealth gate at the top as you jump the 
ravine Now head straight into the 
enemy outpost and use your EMP on 
the large screen above the exit 
When you re back on the dusty 

_ roads wait until the road dips and then 

vou can use vo»x turbo boost here to lump another ravine and take a 
short-cut oast the EMP rowers - although dont worry if ^ 3^1, 

re^iN ontv necessary for the cheat time As you continue, the road will give way ana youn 
and m water Sari on the three watedafls destw^thee^^Ba^ g. and^ 
men veer rtft |ust before the second EMP tower for another shortcut thatn take you 

T me WeaconTvaa you* enter a town, so refrain from firing any weapons as 
mere are awtuns around A short way mto the town you’ll see an enemy vehicle join the 
road from me ngnt - if you stow down and go into the area It came from, you’ll see 
another large destructible wall Drive through it and then proceed straight After smashing 
through several Dui*d>ngs youll arrive in the secret Scud base 

Avcto me EMP towers and then target and destroy the first Scud as you make the 
second turn v* veer to the nght of the rock and destroy the next Scud before hitting 
the ramo straight ahead This will propel you up to a raised platform where the third 
Scud is situated so obliterate that before it launches. Now drive through the small tunnel 
through me rock face and stow to a crawl The fourth and final Scud is to be found in 
the oooosite rock face and. as there ts no way up there, you'll have to target and destroy 
from where you are 

VMth a* of the mtssries outoftheway getthehefloutofthe base shooting the 
e-ecmcai gate oa-e 1 to emerge unscathed Now drive on to the circular area comprising 
of four levels Each of the top three levels has two control panels on which powers a 
laser beam guarding the entrance to the fortress if you want to conserve your health 
then youn need to take an six out before entering 

Race through the tunnel and back out mto the canyon - there is a tank roadblock 
before too tong, so be prepared After the tanks veer hard nght after the next bend and 
nto a small cave - if you go straight on you will fail into a trap and most certainly die 
Shoot the control panel next to the entrance and then use all your skills to evade the 
fottwwng laser traps and suchlike 

The final phase is a totter if you re going for the cheat time rou’re now in the four 
Horsemen srio and it consists of one large road going straight around the circumference 
of the missies and several forks going upwards and downwards Keep a mental note of 
your entry point because you’ll need to come back here once the shields are destroyed 
to get to the missiles and the exit - we suggest leaving the enemy jeep nearby standing 
as a vantage pomt as <t can get mightily confusing in there 

There are control terminals that need to be blasted, each one reveals a pylon 
above which also needs to be destroyed Four of these panels pylons are accessible 
from the mam road and a further fourontheh^randtowforkslat opposite ends to 
**hotherl foul need to take the lot out quickly as time is short With all eight 

S * art,n8 *** and lock your EMP onto the four Horsemen’, 
wnh these diffused turbo your way cxA of the silo to complete the mission 



SPy HUNTER 



THE SPY WHO BLAGGED ME 

Here’s the complete gpd of every cheat available In the game. Most are just cosmetic 
enhancements and movies, but by completing afl of the objectives you get to be kwlndbie! 





T*AE- H5 

CHEAT. Concept A rt Video 
DESCRIPTION A cottection of e*ny 

storyboards for the game. 


CHEAT: Asheye View 
OESOAPTWt Gives a 
perspective of the arfon. 
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PRO 


evolution 



Don’t be fooled by the name, this is the killer PS2 
sequel to ISS Pro Evolution and contains enough 
next-gen extras and engine enhancements to 
ensure you’ll find no finer recreation of the beautiful 
game. Here we present all the tips and tactics 
needed to scale the leagues and win some silverware. 


PUblHhn Konaml Hnwlopi'i KCI Tbhyo PMcit S 10.00 fl.iyms 1-8 

Realistic, fun and utterly addictive, this Is easily the host football gamo over 
made So good It actually tools like football, Pm Evolution Soccer Is up there 
GTJ as the best reason to own a PS2 


I ,M«rulW lud c (Viviwurv bit itn\)t nOn t \, 


Ufo (pan •' 


S 09 

Pioystaiqa-g MERDICT 


For the most part, the controls ol Pro f volution Soccer 
Am Itlonllcrtl (o previous ISS gamos. Howover, there Is ,n 
tirrey ol fancy now moves anil tricks which nron t 
Immodlfltoly apparent and they're all Included hero 


OFFENSIVE MOVES 


pressing @ Ihls Is devilishly ellucllve when you're one- 
on-one with the keeper land they come charging out) 
hut knowing Jutt how much power to apply to your shot 
takes skilled lodgement and plonty of hard graft on the 
training pitch 

Advancod Tip; 

When you charge up your power bar to toko a kick, tho 

•ttrIkrtr will nn ilimill take a ..aid In i,v up ||„. 

their favoured loot. During this Unto. II you press tho ® 
button the striker will perform a feint move and tho shot 
will bo cancelled out. Onco mastered, you can turn 
dofondors Inside out ond score crowd-pleasing (not to 
mention chookyl goals. 


cunmiur _ /a 


the longer you prim the button down, the greater the 
force behind tho ball Too much power alfocts the 
accuracy however, and tho ball Is likely to be sliced Into 
row / Keeping art eye on tho |tower gauge Is Important 
because tho amount of power you nood depends on 
yuur positioning For ortnmplo, If you're outside the box 
then lobvlouslyl more |towor Is trended titan If you were 
Inside It The maximum you should aim tor at any time 
though Is about throe quarters of tho (tower bar Perfect 
and fl,, y striker worth tholr salt should be able to 
force a save at tire vory least 

When receiving a cross In tfio area, the positioning 
of your striker will determine what sort of shot dirty 
perform Tito kind of acrobatics that are possible Include 
hom ers, diving headers, bicycle kicks, volleys, half volleys 
and too-pokos. It's worth practising your positioning on 
,r " lnln B hncauso the satisfaction of scoring In 
a manner that's slightly out of the ordinary Is Immense 
Tire hardest shot to master Is the chipped shot, which 
you perform by holding down the in button and then 



Tlio niA|arIty ol your passing play, will Ire orchestrated 
by the ® button. Tor this you need to determine the 
direction of your pass using the I) pad and also the 
power; dependant on Itow hard you press the button, 

I Slrs 0 |’ VS UMKl '° r Cll " hlonod ' P«»*lnB bonders 
and back-heals |by pressing In the opposite direction as 
you pass!. In Pm Evolution Soccer, there's a lot more 
hand?. .»T 8rouml |,ns,ln » opposed to lotted 
n *;' vllftl moan * limaklng open dolonslve 
linns and creating shooting possibilities, as It gives im III 

you much more control of the game T 


Advancod Tip: 

Okay, you've got the basics down to a fine art, but what 
about that ruthless slayer ol defenders the one-two 
pass/ Ibis was an essentially tool lor obtaining high 
scorellnes In tho P8one games and It's back with a 
vengeance In this sequel although It's much harder to 
perform. Basically, you must hold down the m button 
and then press ® to make the Initial pass. Your original 
ball carrier will now knock the ball to a team mate and 
continue a forward run, so |ust before your team mate 
receives tho ball, press the ® button ond they will 
Instantly knock a through ball on. 


PRO EVOLUTION SOCCER 


memorable goal 01 course, such Is the 
realism of this game that soma crosses may overt turn 
n o fluke shots and you can watch, mesmerised, as your 
mended pass sails over the goalie and dips under the 
crossbar At other limes though, the winger may lost 
screw tho cross Into tho crowd It's this kind of 
unpredictability In the game that helps to make Pro 
Evolution Sr.-. 


to supodtly realistic 



Advancod Tip: 

When using the ® button to take corners, you should 
try aiming tho cross slightly ahead or behind the 
Intended team rnato and then use tho D-pad to apply 
swerve as you hit the ball. This technique Is favoured by 
all the greats like Beckham and Zidane, as It makes the 
goalie anticipate catching (tie ball, only for It to bend 
away from him at tho last moment leaving him helplessly 
stranded with tho goal begging 


One of the biggest now enhancements with Pro Evolution 
Soccer Is the ability to run with the ball. Where before a 
solo run was tho stuff ol dreams, now It Is easily 
achievable thanks to three different types of sprint. On 
tho ono hand, you’ve got tho traditional is sprint, which 
Is for use In wldo open spaces when you can charge In a 
straight line without having to turn and evade tackles 
Then there's tho now m sprint, which Is still pretty nippy, 
but you have more control ovor your runner and can 
easily drag tho ball past wrong-footed dofondors 
Howovor for this method, you must tako your linger off 
the in button before attomptlng shots, otherwise you'll 
merely change your tactics. 

finally, thoro's tho 'Inviting' in sprint. By holding the 
ill button ond using tho D-pad to movo, your player 
slows down to a snail's pace and timidly walks with the 
boll. This movo Is soomlngly usoloss, but, If you combine 
It with other sprint moves, It can become art Integral 
string In your attacking bow. For oxamplo; bomb down 
the wing using (lie at sprint, slow down slightly with tho 
in sprint ond make a last second drag to turn a 
defender and then slow It right down by holding tho id 
button, Inviting dofondors to como and rob you. bofore 
charging off again with tho tn sprint. Tly It, It worksl 
Finally, experienced players can double tap tho id 
button to porform a 'stop over" Usoloss In every sense 
other than It looked good In tho PSono ISS games, this 
has now boon tweaked and actually works, provided you 
know exactly when to time It. When performing a stop 
ovor, romombor to change direction as you do It to zig¬ 
zag past those opposing playors. 

Advancod Tip: 

When running with tho ball, you don't have to resign 
yoursolf to tho fact that the dolondor that has lust como 
Into view Is going to steal tho ball oft you Whore boloro 
a woll-tlmod tacklo was a doad-cort for robbing tho ball, 
now you can press tho R3 button (press tho right 
analogue stick Inwards until It cllcksl to |ump. By timing 
this right, you can rldo those tackles with easo. 


CEtrn KONAMI ESECEB 


. NM . ■' 

HIGH PASSING/CROSSING - ® 


By pressing tho ® button It's possible to loft tho bnl to 
a team mate. Howovor this requires precision powwtt 
ensure It gets to you. Intended receiver, and is only really 
effective when your toam mate Is In * cres * flC , 
advlso that this button Is used purely ,or 
there are three dlllore.it typos to master Who. awj* 

Is in possosslon of the ball, you can portornt a Mandart 
high cross Ity pressing tho ® button once B. t y 
pressing It two o. three times In quick 
can perform middle height and low nossov which wll^ 
keep your opponents' guessing Combine.these 
with a diving hoadot at tho near post and yo 



Will’ll you III r.ti'i tin: lliiouy.li hull, you'll m.t.inMy 
how your players develop an understanding of each 
other's abilities, and new goal-scoring possibilities arc 
opened up. Basically, tho through ball button will make 
your ball carrier pass tho ball Into the space ahead of 
the recipient - meaning they can run onto It without 
breaking tholr stride However, this movo takes a lot of 
practice because It's only effective when you can 
actually see some space opening up Just pressing It In 
the hope of cleaving open a defensive line seldom works 
and you risk losing possession of the ball Also, when 
using tho through ball movo, take Into account the speed 
ol your recipient, because If the ball Is placed well In 
front of them, they may not reach It before a defender 
steals It or hoofs It clear. 

Advancod Tip: 

Onco you've mastered tho along the ground through ball, 
try the deadly lofted through ball To perform this move, 
hold down the m button and then press ®. II the 
recipient has space ahead of them, the ball will sail over 
tho defenders and land at their feet, but be careful as 
this more Is often likely to bo closed down, turning 
possosslon ol the ball over to tho opposition. 


AT A GLANCE - TRICK MOVES 


Once youVo mastered the basics, try these little 
tricks and you'll be skinning defenders like Glggsy or 
Rlvaldo with easel 


Feint 

Step-over 

Chipped shot 

Chipped through ball 

Jump 

Back-heel 

Low one-two pass 

High one-two pass 

Fake one-two pass 


Command 
@ * ® 


Opposite direction ♦ 

m ♦ ®. ® 

in • ®, @ 


SECRETB defend,ng 

TERmS 


Pro Evolution Soccer 
contains loads more 
hidden teams than fans 
of the scries have come 
to expect Included this 
time round are five all- 
time classic teams full 
of legendary player, 
from football history. 

They are unlocked by 
winning certain 
International 
competitions with 
certain teams 

Euro Classic 

Win the European Cup 
with cither England, 

Italy or Yugoslavia to 
unlock this team of 
Euro all-stars Best 
Chariton, Cantona, 

Ptatlnl, Barest, Moore, 

Zoft - you won't know 
who to leave out 

Classic Netherlands 

Uft the European Cup 
as the Netherlands to 
get their total 
footballing 
predecessors Van 
Basten, Cruyff and Gullit 
In attack. R)|kaard and 
Kocman In defence. The 
best team In the game 

Classic Germany 

Win the European Cup 
with Germany and you'll 
get this top, teutonic 
team. The epitome of 
German efficiency, 
Beckenbauer controls 
things from the back 
while Muller and 
Rummenlgge are deadly 
up front 

Classic Brazil 

Win the American Cup 
playing as Brazil to get 
this fantastic team With 
players like Pele, Zlco, 
Garrincha and Careca 
available up front the 
attacking skill of this 
side Is frightening 

Classic Argentina 

Uft the American Cup 
as Argentina to unlock 
the Arglc all stars. 

Who’s the little fella 
with the big afro In 
attack? Why, It s Diego 
Armando Maradona and 
he's by far the best 
player In the game. 


To avoid the risk of losing players to an early bath, yoiZd 
be well advised to stick wtth this method of tackling 
(unless In desperate clrcurestancesl When you aren't m 
possession of the ball, hold down the ® button bn 
conjunction with <■ to runl and you'll dose down the 
opposing player and. provided you're positioned 
correctly, stick a foot In to steal the ball 


I SLIDING TACKLE - © 


If an attacker has raced ahead of your d. 
dashing towards the box. the sliding tackle is often an 
effective move for making a last d*ch attempt to prevent 
a shooting opportunity - just make sure you Ome « rttf* 
Also, this move Is effective if you re facing an attacker as 
It means, as long as you get the direction light, that 
you'll always take the ball and not the player: 



EXTRR 

STFOUm 


Clubhouse training 
pitch, then all you haw 
to do Is win the Konaml 
Cup with any team 
Once tho cup Is In your 
trophy cabinet the 
extra stadium will be 
unlocked Simply scroti 
through the various 
stadia on the Exhibition 
Match settings screen 
to select It Somewhat 
bizarrety. you can still 
hear the roar of the 
crowds while playing m 
this stadium, even 
though there are no 
spectators to be found 
in the stands 


As Alan Hanson often exclaims tfc cannae sc 

row ZT Never has a truer phase been txtered « re»-w, 

to football and It roughly translates as 8 m dotfx. hoof« 
outf If the bal falls to your attacker anywhere « o r _ 
around the box. use the ® button to bet« back W ttefcl 
This button also works as 


Advanced Tip: 

rt you nod yourse# overrun or lust need a M of bach up 

when chasing an opposing player with the baA youcan 
press ® ♦ ® to can out a second defend* This w« 
dramatically Increase your chances of wawng the bad 
back and launching ar 


AT A GLANCE - DEFENSIVE MOVES 


Keep these moves In mind when you wan* to stamp 

; out opposing attacks and improve yew goades 

I chances of keeping a dean sheet 


Move 

Second defender 
Bring out keeper 
Sliding tackle 


ml 
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dmwd 

*■»•** by Mini th* 0 otd otherwise watch * «M 
mtoownat 


*m tor about tan With ot (he power bar anymore 
and your accuracy *W sutler greatly 
*U* I Ju* «ft*f urk# m* IMS ape* the (MreC 
^tort«Jth by use* fhe aped and bend the Ml around 
fhn «*i and bach toward! dw rwt 


A OUNCE - FREE KICK CONTROLS 


Wwn taking any km Uck mika turn you judge the 
dwtonca correctly and use on» of the attacking 


CLASSIC PLRaERS 


*itbr«j«b you can buy a selection of pay) greaty in die Master League Acquire 
Hayer! option Iby vo ting from any unlocked classic teamsl, there are Mill a great 
many legend! who an? conspicuous by their absence until now By winning the 
Meder league Ithaft the DMsIon One Championship. not DMsIon two - you mud 
gw promoted HrMl| you'll unlock a new roster featuring the likes of Matthau*. Glnola, 
Laudrup Baggio Woichkov, ApwllU. VUIH. Papin and Kllnvnann There are 33 hidden 
player! in total and they are reteawid in tiandy batches of 11 each time you manage 
to win the Master League 


Mo»* 

i Ctoto range 
! Medtom rangy 
: long range 
AKertouch 


Commend 

IHoldl 4 , . ^ 

in'** T • @ 

D-pad Of -* 


to avoid having to win the Master League three times to unlock the lot simply 
save your Master league alter the penultimate game and then play the last 
remaining game to win the trophy and unlock II dream players Then, when the 
credits have rolled and your options file has updated, load up your old Master League 
data play the last game again and automatically unlock the next 11 Doing this a 
third time wiH ensure that you untock every player while only having to play one 
season land the last match three tlmosl Instead of three 




PRO EVOLUTION SOCCER 


Ac<iujr»*rti®nl 


A * Points 1) Hemstelne 
CK iSmMgrtyn 

Cl CsFridinand 
CS 6* • Ky own 

a* iZZfi-. Col* 

9* iZZv Neville 
OH 1 1 Z SOf rgrd 
OM sSSBormby 


III NQ Ceitetd 


Urlbkle ro 

l». •».>.!• «». t. / 

* Pan Acc Or J 

* Pass *e in 
1 Pass Acc. «»•» 


Jusie 

Hwwslw* 

HsmwHS 

foul 


Cf lOSIOwfn 
Cf '/ZlHesWey 


THE MASTER LEAGUE 


Ns h where the real actlorrs at in Pro Evolution Soccer 
a mammoth league set-up In which you take control of 
me of 33 different dub teams from all across the globe 
md battle it out In ten minute games across two 
.eparate divisions Too Mart In DMsIon Two and your aim 
or the first season Is to finish within the top lour to gain 
lutomatic promotion to Division One However, you start 
with a team of nobodles who couldn't hit a cow's arse 
with a banjo, so you must win games, earn monetary 
points and then scout the globe lor fresh talent As you 
will discover, managing your team becomes a neat kttle 
sub-game In Itself 


ritmL 


Normal tootle rules apply In the league system, whereby 
you get three points lor a win, one lor a draw and none 
for getting whupped The total ot these will affect your 
standing In the league and your chances ol getting 
promoted But what are those other points all about? 
Simply put, when you win or draw matches, you get 
points which can be stored up and used to buy new 
players for your team 

In Division Two, you get Monetary Points IMP) tor a 
win and three lor a draw You will also be awarded bonus 
MPs for scoring goals (and unlike In previous ISS games, 
you aren't deducted MPs for conceding goalsl So, tor 
example, if you win a match In Division Two with a 
scorcllne ot 5-0, you will be awarded six MPs tor the "to. 
plus a further live bonus MPs lor scoring five goals If you 
gain promotion to Division One at the end ol the firs 
season lor ever) then the stakes are raised and yot0. be 
awarded 10 MPs for a win and five for a draw leach goal 
still counts for an additional one MP| You must monitor 
your MP status at regular Intervals, as well as the Player 
Acquirement menu to check If you have enough points 
to buy a star player Be warned though, ^ 

straight transfer fee Isn't the end, as you will have to pay 
player wages from your MP total as well! Read on.. 


Wien perusIngThe Player Acquirement mem 
player will have two different numbers next to their 
mme One Is their transfer fee and the other Is their 
wages demands As you acquire more players. the «b« 
wage bill will be Increased - you can monitor this from 


Competition 

International Cup 
European Cup 
Konaml Cup 
American Cup 
African Cup 
Aslan Cup 
Master League Dv2 
Master league Dvl 



M.lp 

Msrm 


the Team Management menu - so you must ensure that 
you have enough MPs to cover the overall Ml at the 
close of season, otherwise you're likely to go bust 
ITs worth noting that you get extra MPs (or winning 
the respective dMslont so this may help if you risk 
folding when you have to settle the bill tbu can keep 
tabs on your team status on the Team Management 
screen by looking at the three coloured numbers In the 
top left-hand comer, which are 


While Its satisfying to assemble an all-star team, the 
player's wage Ml can be crippling, so It may take a tew 
seasons before you have enough strx* MP * 10 ** 
frivolous and not have to worry when the season draws 
to a dose If a couple ol players are sending you over 
your limit, then be sure to offload them after the 
penultimate game of the season 
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COmPETITIDN 

ANTED 


HE’S ESCAPED!! 

Reward: 11 top PS2 games 


COMPETITION 


PRIZES 


After scraping an escape tunnel in the wall of his cage - behind a poster of a particularly 
crimson-arsed lady gibbon - that rascally Tips Monkey has done a runner and is at large 

• somewhere in this magazine. The cheeky, cheating chimp spends his days providing 

• solutions to PS2 titles but his tipping talents don’t just apply to videogames: if he’s loose 
for long enough the pesky primate will come up with answers to all kinds of problems - 
war. famine disease, who killed JFK you name It And then where would be eh? 

So, its up to you readers, youVe got to find Tips Monkey before its too late. If you spot 
the sneaky simian just write in naming the page where he's hiding and we ll be able to 
apprehend the little menace and return him to the tips cage where he belongs. 

As a reward for your vigilance you can win all 11 of our main tipped games from 
this issue - Gran Turtsmo 3. Pro Evolution Soccer. Devil May Cry. Resident Evil Code: 

Veronica K Crazy Taxi SSK Star Wars: Starfighter. Tekken Tag Tournament Spy Hunter 
Quake lU Revolution and. quite appropriately, Escape From Monkey Island Over £450 

Z 1 ^ iua teep: “—• 

QUESTION 0 

Simply locate Tips Monkey's whereabouts and finish this sentence: 

I HAVE FOUND TIPS MONKEY. HE’S ON PAGE 

m=?s==-~- 


RULES 


■ First prize wins al 11 games. 
TWo runners-up will each win a 
copy of Pro Evolution Soccer. 


■ No purchase necessary No 
correspondence will be entered 
into. No employees of Future 
Publishing, game developer or any 
affiliated company may enter. No 
cash alternative is offered to 
these prizes. Closing date is 7 
December 2001. The winners will 
be announced in the next issue of 
Special Edition. 

■ If any prize becomes 
unavailable. Future Publishing and 
the developer reserve the right to 
replace it with another of equal 
value. Multiple entries will be 
disregarded. The Editor's decision 
is final All normal competition 
rules apply. 


Last Issue’s 
Competition Winners 

Our two lucky winners are Roy 
Summers from Cornwall and 
Kyle Robins from Newport who 
both win a 12 month 
subscription to Official 
PlayStation 2 Magazine. 
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The latest cheats direct 
from Sony’s game brain 

The official PlayStation 2 PowerSne holds a wealth of immedtate gaming advice, all 
available at the touch of a button. Can’t find the cheat you want in the mag? Then 
give the Powerline a try Just call the number opposite and press 0 to go to the 
game menu. Now key in the five-figure code printed at the top left of every game 
disc if there are any cheats and tips for the game. youH hear them here, so have a 
pen and paper ready it really is that easy 

Call the Sony Powerline on 

09064 765 765* 


nB5 


CALL 09064 765 765 


Touch Tone-activated service. Calls charged at 60 pence per minute. 
Please seek permission from the bill payer before calling. 

Service provider Telecom Potential PO Box 66. Oevedoa BS21 7QX 


THE UK'S BESTSELLING PLAYSTATION 2 MAGA3NE 


PlayStationi: 

/ OFFICIAL MA6A2INE-UK 


EXCLUSIVE UK REVIEW 


devil mm 


FORtTIULR ONE 200 


STRRIURRS: 

STRRf=IGHTER 


ALL HELL BREAKS LOOSEINTHf^g, 
BEST GAME YET! ITLL BLOW YOU AWAY. 


METAL GEAR 
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If you’re looking for the definitive list of a, |^ he .^ e ^ PS2 ancUhere’s'a code available for it, 

PlayStation 2 game then you Ve come to the right place. If it s on ^2 and there 
you’ll find it within the following 12 pages. Get stuck in and get cheating! 
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4X4 Evolution 

Take 2/Termlnal Reality 
Unlock all trucks 

Pause the game at any time and then press 

id, id. cd. CD, m. co. II the code has worked 
then a message and sound will confirm and all 
18 trucks complete with custom colours have 
been unlocked. To browse these new vehicles, go 
to the Time Attack menu and look at the Class 3 
Fords - here you will see a variety of Ford 
Explorer Sport Tracs that are custom painted and 
fully tuned-up. Sadly, these trucks aren't available 
In Career mode 

Slower game speed 

Pause the game at any time and press CD id, 
cd. cd. © If the code has worked then a 
message and sound will confirm. The game will 
now be noticeably slower. 

Faster game speed 

Pause the game at any time and press id. m. 
cd. m, @, @. If the code has worked then a 
message and sound will confirm. The game will 
now be noticeably faster. 

Normal game speed 

Pause the game at any time and press cd. id, 
cd, cd, ©, ©. If the code has worked then a 
message and sound will confirm. The game will 
now be running at normal speed. 

Easy $25,000 

Pause the game at any time and press ra. 
cd, ©, cd. m. ©, id. @. cd. @. If the code 
has worked then a message and sound will 
confirm. You will now have $25,000 to spend as 
you like In Career mode. 

A cool SI million 

Pause the game at any time and press od. 
at, @. cd. m. @. m. cd. if the code has 
worked then a message and sound will confirm. 
You will now have a cool $1 million to spend as 
you like In Career mode. 

7 Blades 

Konami/KCEJ 

There are currently no cheats available for this 
game. Stay tuned for further updates... 


R 

All-Star Baseball 2002 

Acclaim/Acclaim Studios Austin 
Hidden team* 

Select Exhlbldon mode and repeatedly press m 
♦ cd to unlock the Dingers and the Islanders 
secret teams, a sound will confirm that the cheat 
has worked. 

Aqua Aqua: Wetrix 2.0 

SCI/Zed TVvo 

Mesozoic Era in Story Puzzle mode 

This can be unlocked by completing the 
Paleozoic Era In Puzzle mode 

Cenozoic Era In Story Puzzle mode 

This can be unlocked by completing the 
Mesozoic Era In Story Puzzle mode 

Ancient Civilisation In Story Puzzle mode 

This can be unlocked by completing the 
Cenozoic Era In Story Puzzle mode. 

Hidden Future 

Finish the game with a rank of ‘Master In all four 
stages to unlock the Hidden Future In Story 
Puzzle mode 

Armored Core 2 

Ubi Soft/From Software 
Pius Cheats 

After you have completed the Raven test. 
Intentionally lose the first mission and die with 
50,000 credits to activate the 'Plus’ cheats. The 
game will restart from the first level with all 
Items gained In the previous game, although your 
pilot name will vanish from the 'Pilot Name’ slot 
The more times you do this, the more cheats you 
will unlock - which Include better radar 
equipment numerous projectiles and super-fast 
cooling devices 

Overweight ACs 

Successfully complete the game In Mission mode 
and wait for the credits to roll. You will now be 
able to play the game again with no wleght 
restrictions on your AC. 

Extra Arena battles 

If you occasionally check the lower rankings of 
the Arena, eventually three new ACs will Join the 
frey, which are... 

Rank #51: Chris Mlura |AC-Vex| 

Rank #52: Co-op (AC-Mllllonalre) 

Rank #53: Lost Lamb JAC-Stray Sheep) 


Extra tough Arena battles 

If you actually manage to achelve the fabled rank 
of Nine Breaker and complete the game, several 
new combatants will enter the arena. They're no 
pushovers mlndl 

Rank #54: Scarlet (AC-Wlld Honeyl 
Rank #55: The Veteran (AC-New Dawn) 

Rank #5«: Falcon VIII (AC-MK VIII) 

Rank #57: Riot (AC-Gallows Bird) 

Rank #58: Matthias (AC-Funeral Mask) 

Army Men: Air Attack 2 

3DO/3DO 
Level passwords 

Simply enter the following passwords to unlock 
the corresponding level... 

Level Password 

2 T. ®. ®. ®. ® 

3 ®. ®. 4. 4-. 1\ t 

4 ®, 4-. ®, ©, @ 

5 4-. 4. ©, @. @. ©, ® 

6 ®. ®. t. 4-, ®. ® 

7 @. 4. ®. ®. ®. -» 

8 ®. 4, @. @, ©. 1 i, ® 

9 T. ®, @. ®, 4-, 4- 

10 ®. T ©, ®, 4- 4. 4 

11 ®. ®. t. ®. ®, @ 

12 4-. f. ®, ©, @. ®, © 

13 4-. ®. ®. ®. ®, 4-. -» 

14 @, ©, t, 4. 4. ® 

15 ®. ®, @. 4,, 4,. © 

16 ®, ©, ®, ©, 4 

17 @. t. t. 4, 4-, i ® 

18 ©. ®, ®. f. ®. ® 

19 4, -4. ®, t. ®. © 

20 t. ®. ©. f. 4-, @, @i ® 


Army Men: Green Rogue 

3DO/3DO 

There are currently no cheats available for this 
game. Stay tuned for further updates... 

Army Men: Sarge’s Heroes 2 

3D0/3D0 
Cheat codes 

Enter the following codes as passwords to unlock 
the desired effect when playing the game... 

Level select FREEPLAY 

All weapons GIMME 

Invincibility NODIE 

Invisibility NOSEEUM 

Tiny mode SHORTY 

Big mode IMHUGE 

Debug mode THDOTEST 

Level passwords 

Enter the following passwords to play on the 
corresponding level... 


Level 

Boot Camp 
Dinner Table 
Bridge 
Refrigerator 
Graveyard 
Castle 
Tan Base 
Revenge 
Desk 
Bed 

Plasticville 
Toy Shelf 
Cashier 
Toy TTain Town 
Rocketbase 
Pool Table 
Pinball Machine 

ATV Offroad 

SCEE/Rainbow Studios 
All ATVs 

Select Pro Career mode and then enter 
CHACHING as a name. If the code has worked 
then the game will return to the main menu. 

Now enter a name of your choice and begin play 
with all ATVs now unlocked. 

All tracks 

Select Pro Career mode and then enter 
WHATEXIT as a name. If the code has worked 
then the game will return to the main menu. 

Now enter a name of your choice and begin play 
with every track now unlocked. 

Expert mode 

Select Pro Career mode and then enter 
ALLOUTAI as a name. If the code has worked 
then the game will return to the main menu. 

Now enter a name of your choice and begin play 
with the CPU Al enhanced. 

B 

Bloody Roar 3 

Vlrgln/Huson Soft 
Unlock Kohryu 

Defeat Kohryu and complete Arcade mode to 
unlock him as a playable character. 

Unlock Uranus 

Play through Arcade mode and defeat Xlon 
without using any continues up until that point. 
Then defeat Uranus and go on to complete the 
game to unlock her as a playable character. 

Gallery pictures 

Complete Arcade mode with all the characters to 
add their pictures to the Gallery. 


Password 

BOOTCAMP 

DINNER 

OVERPASS 

COOLER 

NECROPOLIS 

CITADEL 

MOUSE 

ESCAPE 

ESCRITOIRE 

COT 

BLUEBLUES 

BUYME 

EXPRESS 

UTTLEPEOPLE 

NUKEM 

EIGHTBALL 

BLACKNIGHT 


i. 


ORTRBFBE 



Super Difficulty 

Complete Arcade mode without using any 
continues to unlock the Super Difficulty level. In 
this mode, the CPU Is set to the highest 
difficulty Imaginable! 

No Blocking 

Get the highest score In Arcade mode to unlock 
the No Blocking mode. In this mode, you and 
your opponent cannot guard against attacks. 

Low Speed 

Obtain a ranking with every character In Arcade 
mode to unlock Low Speed mode. In this mode, 
all moves and throws are executed at half the 
usual speed. 

High Speed mode 

Win 100 battles In Survival mode with a single 
character and then enter your name In the 
records to unlock High Speed mode. In this 
mode, all moves are executed at double speed. 

One-Hit Knockdowns 

Place first In Sudden Death mode to unlock One- 
Hit Knockdowns. In this mode, both you and your 
opponent can knock each other down with one 
hit and Inflict double the amount of damage In 
Survival and Versus modes. 

Hyper Beast mode 

Win ten lights with a single character In Arcade 
mode and record your name to unlock Hyper 
Beast mode In this mode, both you and your 
opponent are permanently In Beast form. 

One Fall mode 

Win 20 rounds with a single character In Survival 
mode to unlock One Fall mode. In this mode, the 
first lighter to be knocked down Is the loser. 

The Bouncer 

SCEE/Squaresoft 
Alternate costumes 

To play the game decked out In different clobber, 
simply hold m. m at or cd and press ® when 
selecting a character. 

Unlock Echidna 

Successfully complete the MSD Cargo Train level 
to unlock Echidna In Versus and Survival modes. 

Unlock Dauragon (shirtless) 

Complete the game three times using any 
character. After defeating Dauragon for the 
second time, he will get up again and fight 
without a shirt on. Defeat him to unlock this 
guise In Versus and Survival modes. 

Unlock Dauragon lone armed) 

Play the game through In Story mode and defeat 
Dauragon on the first encounter. The one-armed 
fighting version of him will now be unlocked 
Versus and Survival modes. 


□RUE miRRR FREE 5 TBLE BmX 2 


Acclaim/Z-Axls 

Unlock all bikes i <_ ra II the 

At the main menu, press t. «- 4 ->. 4. 4.-»• 4. ^ 

code has been entered correctly than all of the secret bikes 
available to ride. 

Unlock Amish Boy i_x_*s_«-4,t4-® Amish 

At the main menu, press t, *-■ 4. -*• «-•*•T' p , ” nd 

loy will now be available as a playable character In Free Play a 
ProQuest modes. 

Unlock Mike Dias *4 t , _»,<§>. Mike 

At the main menu, press t. 4. *• and 

Dias will now be available as a playable character In Free nay 
ProQuest modes. 

S,WI co** « « fl* ™n» » «*» <*■■» 

FMV and additional rider costumes. 


Colin Mackays Competition outfit 

Colin Mackays FMV 

Dave Mirra's Competition outfit 

Dave Mirra's FMV 

Joey Garcia's Competition outfit 

joey Garcia's FMV 

Kenan Harkin's Competition outfit 


t. 4. -»• 4. t. -*■ -*■ X 
4 -. ->■ 4. 4. -*■ t 

t.4.t. 4.-> «- t t. 

t. -*• *- 1.1. 
t. 4. t. 4 -*■ 4. -4 
4 -. 4 -. t1. 4. 4. 

t. 4. 4. «-• t. 4. t. 


Kenan Harkin s FMV 
Leigh Ramsdell's Competition outfit 
Leigh Ramsdell's FMV 
Luc-E's Competition outfit 
Luc-Es FMV 

Mike Laird's Competition outfit 
Mike Laird's FMV 

Rick Molltemo's Competition outfit 

Rick Molltemo's FMV 

Ryan Nyquist's Competition outfit 

Ryan Nyqulst s FMV 

Scott Wlrchs Competition outfit 

Scott Wlrch s FMV 

Tim Mirras Competition outfit 

Tim Mirra's FMV 

Todd Lyons' Competition outfit 

Todd Lyons' FMV 

Troy McMurray's Competition outfit 
Troy McMurrays FMV 
Zack Shaw's Competition outfit 
© Zack ShaWs FMV 


r. 4- 4-. 4- -» -* 4 4 @ 
t.4 4. 4- 4. 4 4 ■*- @ 
ffV 1> ->4 > f 
t. 4 4 -. 4. 4 - -* 4- 4 - @ 

4 4 -» t @ 
tt.4 4.4- -* -> «- @ 

4- 4- -» t t -» t -* | 

t -4 t t t t ♦- t | 

4- 4- t 4 .-» 4- 4- t f 

T 4 4 4- 4 t t 4 J 

4-4-4 -> . 4 -» t 4 \ 

t- 4 -» 4 t •* -*• t 

4- 4- -* t t t 4- -* < 

t 4 -F 4- 4- t 4 . t © 

f.F.-*t .4 4-4 t 
t- 4 4 -* t 4- 4 - 4 
K 4 - 4 .rt .-M- 4 
t 4 4 - 4 -» 4- t 4 - 
4- 4- 4 - 4 t -» t 4- 
ti>-*44-* 4 


SSSKKSS- 

her in Versus and Survival modes. 

SSJSKKSS- 

and Survival modes. 

Unlock Kou with MSF ®°**“™* se | ec tlng Kou. 
Play through the 1 entire 8 ^ Mlkad0 
Save the game^’ soldier The MSF costume lor 

Survival modes. 

Un,0Ck ^he^m'game, only selecting Kou 
Play through " lc ' n " the nna | time you 

Att er you defeat Daumgonfo^th^^^ 

vlew 3 fcjCl unlock her In Versus 
light Leann, Defeat ner 
and Survival modes. 


Unlock Master Wong 

Select Volt or Kou In their story line through the 
Mikado Building and have either of them light 

Lea. Select Sion for the 

After the battle, Sion remember a battle with 
Master Wong Defeat him to unlock Master Wong 
In Versus or Survival modes. 

to unlock Mugetsu without his mask 
and Survival modes. 

in versus and Survival modes 


City Crisis 

Take 2 /Syscom 

Extra choppers m ^ k - Kin dthe 

Complete an of the «cue'to 
PnrV heficopters w« be vmlocked W use 


CART Fury Championship Racing 

Midway Games/Midway 

The following codes must» , TO — - 

SSL-SS!!*— ------ 

be selected before it will take effect Crazy 


Final Rescue Time Attack^^ ^ 

SStTmode Alsa 


Cheat 
All cars 
All tracks 
Unlimited turbo 
Infinite continues 
No time out 
Big heads 
Low gravity 
jump option 
Thick fog 
Night drive 
Rocket wheels 
Death car 

Opponent death cars 

Death Wall 

All FMV sequences 


Crazy Bike mode __ 

On the character se*ect saeea^d 

menrtHease-andmen.HoW^® 

agam and then release 

beta* «to«y pwatog ® JL, 

^^w-herihesoundofat«rc» 

. __* .-haracte* you cnoose. m«v 


► Oonltoue to hato t NW hiyto_ 

Swcto# select 

ssrKSST-ss' 

nv^thegsmeitMCh*^ 


Sudden Death modo 

Survive nine lights In Survival mode to unlock 
Sudden Death In Survival mode, In this mode It’s 
one-hit klllsl 
































SKCWl EDITION Hmis CUBE S 



Alternate Display 

Start /i game In A tcada or Orlglnnl mod*, making 
sura you have a second controller plugged In 
Now whlln playbill hold m ' tn anil pres* © 
on controller two to witch U> a flral person vlirw. 
or pros* © to lllck to a rath nr mad pass-by cam 


Dark Cloud 

9Cff/Level 9 

Unlock ibo Oomon Shaft dungeon 

Altar completing llio gamo, you will bo prompted 
lo savn Altar wiving, reload your ipirno and a 
now location will appear on Iho worlrl map II I* 
Dig Demon Shaft, an extremely hartt dungeon, 
with 100 boring floor* 

Quick money end etteehmnnta 

Altar completing Iho Sunken Ship and grilling -ill 
City Places, go to the Fish Shop they the I tapping 
I loti end on Ir.o Cube Use the rnnp end go to 
Sunken Ship level I Run Around until you And 
the entrance lo (ho track floors Use iho I tapping 
Fish when you And tlm entrance A hlg flsh will 
npponr (let In the flsh, pros* ® when nest to 


EXTREfTlE-G 3 


Acxtalrn/Acotalrn 

*t Hr It" I shield* 

I'ense Iho gnrnn nt any lime nnd pros', rn ♦ 
nr r*i - rn rn • in rn r m || iho rode 
tins worked then a message will appear lo 
c onllrrn Repeal Iho code to disable Its effects 

Unlimited turbo 

At Iho main menu, press m ■ in m • in. in 
• in m • m it tlm unln ha* worked then a 
message veil appear to riorrflrm Repeal the 
"ide to disable Its after.!* 


l/ullrnlterl shlnlrls and turtro* 


1 nr nt . rn it the cod* has worked then a 
message will apiaar in confirm llus rode only 
lasts lor one rare and musl therefore be 
repealed before the next 

Unlimited ammo 

At lira loam color lion screen, press tea rn rn 
in r»« • in m ■ rn it (he rode has worked 
then a message Mil (online and you ya|| have 
infinite ammo In one nr two player modes 

AN tracks 

Attire main menu, pn v, ... rn , w , (l 
" m in is. , n, , m . W( 

worked then a messagr will confirm and 
every Park wtH Ire avallalrk. to rare <a. 

Ahsray* win XO Career mode race* 


rr» • m, in > in, in • in < rt< . m it iiu 

r.or/e has worked then a message will confirm, 
You will now automatically win a men oven If 
you lose, pull or die, although It must he typed 
In again More each race 

Deuhle price money 

Al (ft* main menu, press in • rn m . rn In 
• "i m 1 in It Ibe code has worked fhitn a 
rtiessage will confirm, 

•lari with extra money 

Ik.gin a new career, soled a driver anil press 


extreme lop challenge 

Al Ihe main mum/, press in, in in, in, in 
in in - in in > m it u„, cod* hat worked 
Ihen a message will confirm 

•larCom Team 

Al Ihe main menu, press rn m m m m 
ill in in II die rode has worked Ihen ,i 
message will confirm, 

Oet a quick ^ 

f" gel a jump start when you begin a race, 
"'ini f riming Ihe countdown wllhout ptev.lni 
a. i olerahi lluin as soon ns Ihe wmrl 'Ho' 
appears, hit Ihe gas and gel off to a flynrl 


him, and choose Ihe option to gel In Once you 
got lo Ihe hack floor*, all or almost all treasure* 
will he gems Vtm can either use thorn for 
attachment* or sell Atom This can repeated a* 
many limes as needed 

Cosy experience 

Once yon get hr or past die Sunken Ship, go to 
die fish Shop buy the Flapping tlsh and an Ice 
Cube Do lo the Sunken Ship level M find the 7 
mark on the map Use Ihe flopping Fish to gel lo 
Ihe har k area of level M There am elghl 
monster* each dial give H IXR a total of 10? 

I XP each lime you enter Ihe level Ybu do not 
have In leave dm dungeon once you have 
defeated all Iho monsters .Just go hack In level 
M and return lo Iho level M back area and they 
will appear again If yon have a new weapon dial 
you want lo bulk) up, switch lo anollinr character 
lhal Is mom powerful (lot Iho monster’s IIP low, 
Ihen switch lo lhal now weapon and kill with one 
hit vfnir new weapon will gel the tXP 

Doad Or Allvo 2 

gCIE/Tecmo 
Unlock Dayman 

Successfully complete Iho game with all of Iho 
original characters lo unlock Bayman as a 
playable character In both Survival and flmo 
Attack modes 

Unlock Torigu 

Collect ten stars In Survival mode or play as any 
combination of character* morn than ?00 limes 
lo unlock Iho mlglily boss fighter lengii ns a 
playable character, 

extended credits 

Successfully complete the game with all of the 
original character* on the Very Hard dlfllcully 
selling and you'll bo treated lo an extended 
credit* sequence 

CO Unitary 

Win Ibe Team mode wllh five dllforonl character* 
to unlock die (lallery option on lira main menu 


Disney’s Dinosaur 

Ubl Soft/Ubl Soft 

There are currently no cheats available lor thl* 
game Slay bin ml lor further update* 

Donald Duck: 

Quack Attack 

Ubl Sott/Dliney Interactive 
Hidden special move 

Colled live cogs quickly to obtain a letter. Keep 
repeating Ibis until you spell out die word 
'SPECIAI' limn go on to complete lira level to be 
awarded a new move 

Driving Emotion TVpo-S 

FA/Hqunrasofl 
Fxtra cart 

Win dm Alito^os* / i mnpetldon lo unlock the 
Ma/ila RX /1(; it, anil lira Toyota Sprinter Iruno 
fllV car* The Irasl car to achieve ibis with Is Iln. 
Mitsubishi I’ajerp Super I xciwd with ar r elnrallon, 
soil braking and bard spring sellings 
Win dm Autocross A Online Raining mode lo 
unlin k dm Toyota MR? lira best t ar lo achieve 
Ibis wllh Is lira fnrrarl f!>o. 

Dynasty Warriors 2 

Wide* Inlnrnr tlvn/Konl 


On the tide v men, pin /, ®, hi ®, in © (n 
© in II lira r orta has worked lira you'll Irani ,. 
sound and all of lira (lenerals will Ira milockerl 

All Shu (lenerals 

On Ihe tide v renn, pmss © © in in © © 
(M in II dm . ode has worked you'll Imnr n 
'•'mini and Mn t.lien, Jiang Wol, I In linl. /huge 
I Inng ami Huang /bong will Ira unlm keii 
Allemallvely, i ompletn Musoil mode Will) any 
member of lira gbu dan 

All Wel (lenerals 

On lira Idle m men, press © © © ® in in 
ill ill II dm i rule lias wnrkinl you'll Imnr n 


Mu nd and Cno Cao, Xlahou YUan, /hang Uao 
and Sima VI will be unlocked Alternatively, 
complete MUNW mode wllh any member of lira 
Wnl cl an, 

All Wu Ooneral* 

On dm dlle *. reen, pn-'.'* <»■ ©• *»; n 
m go it the code lias worked you II Imnr a 
sound and Talshl Cl, Dim Jinn, Sun Quin, Lu 
Merig and Qen Nirig will hr. unlocked 
Allnriinllvi.lv, complete Musou mode wllh any 
member nt lira Wn clan, 

Unlock Opening Edit 

on lira illlo screen, press in, tn, in, in, in, in, 
rn il tho code ho* worked you'll hear n 
sound and Opening Fdlt will bo u nlocknd In dm 

Options menu Aliarnadvaly, complete Musou 
modn will, all Oerrarals nxcupl Dong /Iran, Dlm.o 
Chan, Lu nu, yiinti Shoo end /Iwng Jin 

free mode side select 

0„ dm tide screen, bold the ® billion and prnss 
in, m m in, rn. «• •»» ln 11 dm code Iras 
worked you'll Iranr n sound arid you inn now 
choose which »ldo you fight for In frno Mode 

free mode level select 

on tho dlle screen, hold lira © bnllon and pros* 
rn. a), Oi. in, in, <« m, in II lira code bus 
worked you'll hear a found and you can now 
choose which level yon tight on In Frnn Mode 

Music Test 

On lira tide screen, press n», «■». •«• '» '« ID, 
in, in It lira code Iras worked you'll boor a 
sound and you can now choose 'Sound' from die 
Options menu Then choose 'BOM lost' to Iranr 
all ol lira In-game background music 

Unlock Dlao Chan, Dong Zhuo, Yuan Chao end 
/hang Jiao 

Successfully complete Musou modn wllh at least 
ono member Of each clan to unlock lira above 
characters In Free mode This will also unlock 
Side Soled In Free mode 

Unlock tun Quan 

Successfully complnte Musou modn with all Wu 
Kingdom members lo unlock Sun Quan 

Unlock Sima VI 

Successfully complete Musou modn a* Xlahou 
Dun, Xlahou nun Olen Wi f XU 1 hu ind, flngffyi 
/hang Liao, 

Unlock Cao Cao 

Sur cetslully cumfilntn Musou morle wltti all Wnl 
Kingdom member*, Including Sima Yl 

Unlock /hugo Hang 

fiuccotwlully complete Musou mode as fluan Yli, 
/hang lei, /Iran Ylin, Ma Chao, Huang /hong and 
Jlnrig Wnl 

Unlock Liu Ral 

Snceesslully complete Munu mode with all Shu 
Klngdum mnmlrars In. lulling /hug111 lang 

Unlock lu Du 

Win Slagn l lllulan Daln) In Musou mode wllh ul 
least KJflO KO* to unlock I u flu 

Ephomoral Fantfltln 

Koneml/KCI I fait 
Mini drinking game 

Any time ellnr acquiring Claire a* a party 
member, go lo lira bar wlram you first met hm 
talk In the women behind lira , ountnr end you 
will bn glvnii lira npllnn to parl.ikn In ,1 iRi.iking 
cont»»| wllli (Jelre fur 1100 II you win Itta 
w'lman will give you ,1 pler.n nt map end you . an 
play the gaora over nnd over In gain op to six 
pirn ns of map and tom* Phoenix Phiinns tlra 
0h|er I III Ihn r nolnsl I* to hevn yn.ir rlrlnklng her 
Irrwer than Claim's 

Mini guitar gem* 

(in In Ihe s. men wlram yin. seta, 1 ynur son| end 
ymi r an firnss various controller biiltons n, get 
llllle lr ops tn appear whirl, do (liltaient icing* tn 
the tong frn nsampta 


•Hide' ! f - on 

Rod, Blue, Ortran, Blue, Red, (irnnn to may., 
il,,, par* disappear when Bray girt in Ihe lop, 
Pius making ll hunter to hit Urain correctly 


■Wck move* , 6 w-toM M1(1 he MM ipve you e k.xta talk to 

to lament yourself from gelling texted r/tt Ora him again and tie wMI sell you a swrad kx ragbt 

slopes, try ttiese nitty Irlf.ks to wow lira crowds germ tery n et you ten regxto gems very easily 


iff Icon 

Red, Oreen, Blue, Pick, Pick lor last forward 
iimdn, thus making die bar* scroll tester 


P’ Icon 


Deck Flip i 

0* Rodeo (hold m nr in 1 g ix V It grxrty 
Corqscrew Ihnld nt ml» 'll or 1/ M gixrty 

Front Flip t 


Evorgrace 


n 

prnss Red, Omen, Blue, Pick, Pick, Med, Oreen, 
H I U „ pick, tack to make dm bars scroll even 
(aster that's very Iasi Indeed 


Jy Orel) © 
Mr,Twist 


fairing the game, totted Dark Crystals hy kiteng 
various creatures then go to a Have Crystal and 
—.- ~ i ke a Park GrysUA to go 


lures me., gr, -' — 

,vjm screen Use e Dark CxysUA to 0r 
to Ihe Shadow lower 


•Bendom’ Icon 


adorn icon 

, ,„ss Blue, Omen, Oreen, Rod, Oreon, Pick to 
make some ot the note* randomised 


»oeo si 

ill Oreb 00 • © 


-»UD’ Icon 

Prnss Oreen, Red, Blue, Oreen, Blue, Med, Pick to 
malm tlra notes npiraar closer 10 the play line 


•Uttlo' Icon 

p,„ss Mod, Med, Med, Oreen, Oreen, Blue, Blue, 
B l, IOi pick to allow only two chord* to be played 


ESPN X-Gamet 
Skateboarding 

Koneml/KCI 0 
Another mod* 

(let all it> licenses In Arcade mode, then pr 
© at lira stage selection screen to aerrass 
■illcrtMlI/c Air jidfi fi»(i(W* 


tfi MMX %1/icy V<*J whe - — 
appears in the nx.eptvx. tra* When V™'***’ 
Urts mvxisier, lira ground tragtos to WD »• 
you go to lira Urxtergnxrad Wine When you 
Zm yotaU trad * %ave Crystal, which 
purchase t nter «ra shop go to the **** xnd 

pwchase « This armrea K to* beet ra the gam* 

and greatly moeases strength 


■B' Icon 

pmss Med. Blue, Pick, Croon Med, Blue, Pick, 
i,,,,011 to make lira vmg* very herd 


Defender kwofo C_ ri *tl T1 f* 

In Darius s suxy when you *- 

mgh.... J"?’VI,,’,'/.,, nmm 

Obtain 10 licenses In Arcade mode with any the * iw4rtl , lK n around and 

character, then pf*v. © • © al ttra character tieve lAu,"" . , Pk.k -i > 


Obtain JO licenses In Arcade mode with any ** g0 Unfl i mwnrih tom around and 

Character, then press © • © at toe character • w«xd rra tiv ground pvv ' • 

select screen to «art toe game with a bloody ZcmZrt* te* t>*tafv>» S**xrt hterxepng to 


Clear all k:on* 
pmss Pick xJO to dear all ol the exlsling tc 


Hidden board locatkms 

Hem am some locations to find those pesky 
hidden boards 


Escape From 
Monkey Island 

AillvIslon/LucesAit* 

Monkey Kombat moves 

Outing the MnnkDK Kixnb.rt g.imi- Iraki Ul 0 
display ttra various moves that can be used 


" ,b “'” nr • nd 

....... >, ,111,111 tn see a bidder 


... .. 


ra^ s story 

ll-.l. Hu'.. '■ . .. 1 1 ' 

Head towards the mansion and lira hidden tx.arrl „ .^ n- t^Ala tone you *'«" 

Is on top d Ihe car Dead naey, this one thTwrong mono*. V> try a«i»n 

Bob Burnqultl s board In New YWk u--wmly Axe 

(X, to it,.- roof wm, ttra tellboerds grind bom ***** 

WHboard 10 WNbODd HtDt grind toe mmsdown ( -- ' 00 

towards the bulldrag Then grind <mtoen«rt sM ^ ^ ^ »» 
ol wires and lump down to grt the board ^ txrt dorrs to* to 

SU ««*>«•*« 

Carlo* da Andrade's board In Mulm tWvr „. y Aar 

Head towards tho platform wtrare a bflt 

qu.ftwptpe wrth .n .mb on .s Extermination 

left uptntel toe 

-.11 rtroo down and grab me ooero UpWl mod. 


fntcrnatlonal Tl'ecH A Field 

Konaml/KCI 1 * 


hletn Intervtows 

wm thre bronio, »km ^ ^ un kx k 

medals in Trial or CttetrtpMnBdp 

vxnr rather lame intervtows v^m. ol the 

laatumd athletes In the Awards option 


Honu* imyinrnr. - . 

,0 ei ros* * new I «pert tune 


National Hockey Nlgbt 

Knnaml/M* 0 


Itrare am r Iirremnr.- 

game May Om*d ** * , ' rh " ,<prt 

ESPN NBA 2Nlght 


Kunaml/KCFO 
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Bonus levers 
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Chris Wnn'* bowd In nrM ZoTtw- m 

fma) m all Ihr way down to „ t n„. h » * * 

.ranlngond^^^ 

house The hiooon nr* ^ L - W*w*iR« 

ottoehome \% dog \m wrd w_ 


MV, J saw yrnx gam* end tte^ ^ ^ § 

-1-ra-to tone urns term 


jk imd ^ p 

mad* ,,T *' ,a, |R 7 

tnUtedWt "™ 

Oinnasur to ttfom the Wdnen bo# 


IMa n towards to» Orel "om ” 


■Bliltl W3M* • 
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KNOCKOUT KINGS 
5001 


Enter the fotlowing codes as names lor a 
created boxer in Career mode to unlock 
the corresponding fighter 


Ashy Knocks MECCA 

Barry Sanders MRBARRY 

Bernardo Osuna OSUNA 

chuck r«o zno 

Charles Hatcher HATCHER 

David Bostice BOSDCE 

David Defiagbon DEFIAGBN 

David DeMartini DEMART 

Jason Gambi JGIAMBI 

Joe Mesi BAILEY 

John Both JBOTT1 

Junior Seau JRSEAU 

Muhammad Ali SBATISTE 

Owen Nolan OWNOLAN 

Ray Austin AUSTIN 

Stave Francis STEVEF 

Tievor Nelson NELSON 

Illegal moves 

Try some of these vicious attacks during 
your next bout! 

Bite your opponent s ear 

at + m, then ® « @ + ® ♦© 

Illegal kick ® ♦ © ♦ ® ♦ @ 

Illegal head-butt cd ♦ cd. then ® 

Illegal low punch aa * cd. then ® 

Illegal kidney punch cd ♦ cd. then (6) 

Illegal elbow cs + co then @ 


Always have nine potions and keys 


Dwarf in jester suit CE600 

| Dwarf in SAM suit NUD069 

Jester is add-man STX222 

Jester in baseball suit KJH105 

Jester with mohawk hair PNK666 

Knight is Roman suit BAT900 

Knight in Ninja suit TAK118 

Knight in street suit 1 STG333 

Knight in street suit 2 CSS222 

Knight in street suit 3 ARV984 

Knight in street suit 4 DIB626 

Knight in waitress suit KA0292 

Knight in quarterback suit RIZ721 

Knight in Karate suit SJB964 

Knight in crime fighter suit DARTHC 

Valkyrie in grim reaper suit TWN300 

Valkyrie in Japanese schooigiri suit A»555 
Valkyrie in cheerleader suit CEL721 

Warrior in ogre suit CAS400 

Warrior in ore suit MTN200 

Warrior in rat suit RAT333 

Wizard in evil wizard suit GARM99 

Wizard in undead suit GARMOO 

Wizard in pharoah suit DES700 

Wizard in alien suit SKY 100 

Wizard in sumner suit SUM224 

Gradius III & IV 

Konami/KCET 
Instant double shot 

Pause the game after defeating the first boss and 
press t t l. 4.. -» ®. tf the 

code has worked then a sound will confirm. This 
cheat may be used once on each of the 
following 25 levels. 

Instant laser shot 

Pause the game after defeating the first boss and 
Press 1.1. 4>. 1. <- -> ®, ® « the 


Select Arcade mode and then highlight the Hard’ 
difficulty setting. Now press and hold cd • cn 
and the word will change to 'Professional - and a 
more challenging race Is assured 


The cars you are awarded for winning a series 
aren't totally random If you press ® when a 
silhouetted car has a large black circle flashing 
underneath then that car will be selected as your 
next award. Timing Is crucial though because 
those black circles don't stay around for long 

Gun Griffon Blaze 

Swing GameArts 
Extra weapons 

To begin a game with 12 fuel-air bombs, enter 
your pilot name as FAE MASTER’, your country as 
Mexico' and finally your pilot sex as Female' 

Unlock Type-9 

Earn 13 medals. 

Unlock Type-13 

Earn 41 medals 

Unlock Jagd panther 

Earn 25 medals or six million points 


Kengo: Master Of Bushido 

Ut» Sod lightweight 

; . to •«• ® * tien 

a character to play as a student Doing 

W ^when selecbng ^characters wl« 

rrsM in different dotos and students 

Unlock hidden characters 

SSTan Of the opposing dojos in a single player 
SSTb, unlock all ol the hidden Oo|o Masters In 
me versus and Tournament modes 

repeatedly press ® ♦ ©to 
confose your opponent Into thinking you re about 
to attack. 

Kessen 

EA/Koei 

PUy as the West 

Successfully complete the game as the East to 
play the game through again as the West 

Unlock Battle mode 

Successfully complete the game as both the 
East and the West and a new option will be 
unlocked that allows you to choose your battle 
from any of the previous encounters you fought 
as either the East or the West 

Klonoa 2: Lunatea's Veil 

SCELNamco 
Unlock Mometsuto 

Successfully complete the game and you’ll 
unlock Mometsuto as a playable character. 

Boss battle 

Successfully complete the fairground levels to 
unlock a new area that allows you to battle 
against previously defeated bosses. Uke. you'd 
want tol 



Heroes Of Might And Magic 

3DO/3DO 

There are currently no cheats available for this 
game Stay tuned for further updates.. 


Collect six stars In any level to be awarded a 
Momett doll. When you accumllate eight and 
then 16 of these dolls, two new bonus levels will 
be opened up. 

Unlock the Gallery 

Successfully complete the fairground levels to 
unlock a new option called ’Gallery’. If you collect 
all 150 gems in a level, that level's pictures will 
be added to the Gallery. 

Musical box 

Complete each of the bonus levels to unlock a 
selection of jolty tunes In the Music Box option. 

Kuri Kuri Mix 

Empire/From Software 

There are currently no cheats available for this 
game. Stay tuned for further updates... 




International League Soccer 

Eon Digital Entertainment/Taito 

There are currently no cheats available for this 

game Stay tuned for further updates... 

International 
Superstar Soccer 

Konami/KCEO 
Unlock hidden teams 

On the title screen, press f. t. i. 4-. 

-*• ® ® If the code has worked two AJI-Star 
teams lEuropean and Worldl will be unlocked on 
the team selection screen. 


Le Mans 24 Hours 

Infogrames/Melboume House 
Cheat codes 

Enter the following codes as names In 
Championship mode and then return to the main 
menu to access your new goodies. 

Cheat code 

All backs SPEEDY 

All cars ACO 

All Championships NUMBAT 

View credits HEINEY 


i 


ORTRBREE 


Madden NFL 2001 

EA/EA Sports 


There are three different values of cards: Gold 
Hour), Silver Itwol and Bronze lone! The cards 
each serve one use. except for stadium cards, 
team cards and historical player cards, which are 
always active. The other cards are tor unlocking 
cheat codes and boosting player stats. Gold 
cards last for an entire halt. Silver cards for a 
single quarter and Bronze cards a single play. 
These cards are purchased with Madden tokens, 
which are earned by accomplishing certain feats 
In the game There are five levels of feats to 
achieve and you get more tokens for achieving 
them on a harder difficulty level. To get these 
Madden cards, make sure that Madden Cards' 
are enabled In the options menu or on the 
Profile select screen. 

The 297th Card 

If you collect all 296 cards, the 297th will be 
John Madden himself. The value of this card Is 
2500 points and you can sell this card and buy a 
new entire pack - which also contains the 297th 
card. Sell and buy as many times as you want 
and get a stack of points - 2500 points Is worth 
25 packs. The John Madden card unlocks the 
mighty Madden Millennium Team. 


urazy camera 

Pause the game, hold m ♦ id and press ®. ©, 

®. © 

Fixed camera 

Pause the game, hold m ♦ a> and press ©, ®. 

O.® 

Midnight Club 

Rockstar/Angel Studios 
Cars from Smuggler's Run 

Save a game ol Smuggler's Run lalso an Angel 
Studios game) to PS2 memory card and use Ihe 
same card with Midnight Club By doing this, you 
will unlock the Dune Buggy A message will 
confirm that the trick has worked 

Manhattan police 

Complete Manhattan level ten In the Head-2- 
Head mode 

London police 

Complete London level ten In the Head-2-Head 
mode. You’re nicked! 

All Cruseros 

Complete Manhattan levels one, lour and seven 
In Head-2-Head mode. 

All Jones 

Complete Manhattan levels two. five and eight In 
Head-2-Head mode 


All the right moves 

Here Is a selection ol daring stunt moves lhatll 
blow the crowd clean oil their lecl! 


Break the backboard 

Hang onto the rim and then p 


Bar Hop 
Can Can 
CatNac 
Catwalk 
Cim Hanger 
Coffin 
Cordova 
Disco Can 
Heart Attack 
Heel Clicker 
Helicopter 
Indian Air 
Kiss 01 Death 
La-Z-Boy 
McMetz 
Mulisha Air 
Nac Nac 
No Hander 
Nothing 
Pendulum 
Rocket Air 


Saran Wrap 
Seat Grab 
Superfly 
Superman lb 
Surfer 
Switchblade 


Commands 
Hold trick and press ®. ® 

Hold trick and press ®, @ 

Hold trick and press ®. ®. © 

Hold trick and press ®, ® 

Hold trick and press @. ® 

Hold trick and press ®. @ 

Hold trick and press ®, ®. ® 

Hold trick and press ®. @. @ 

Hold trick and press ®. ® 

Hold trick and press © 

Hold trick and press _ 

Hold trick and - - 

Hold trick and press ®. ® 
Hold trick and press ®. ® 
Hold trick and press ®. ®. ® 
Hold trick and press ®. @ 
Hold trick and press @ 
Hold trick and press ® 
Hold trick and press ®, @ 
Hold trick and press ® 
Hold trick and press ®. ® 
Hold trick and press ®. ® 
Hold trick and press ®. @ 
Hold trick and press ®. ® 
Hold trick and press ®. ®,® 
~n»n Hold trick and press ®, ®.® 
Hold trick and press ®. ® 
Hold trick and press @. ® 


NBA Street 

EA/EA Sports Big 
Cheat mode 

Enter the following Icons as codes to access the 
desired cheat In the main game... 


Effect 

Unlimited turbo 

Ball/Board/Ball/Up 

No turbo 

Authentic uniforms 
I uniforms 


Code 


Card shark 

You can get all of the cards without playing more 
than a few games All you have to do Is make 
two user accounts - one you plan on keeping 
and another just to use. Play one or two games 
with each created account giving them at least 
100 Madden points each. Save each one and 
reset your PS2. When you restart open your 
Madden cards screen and buy at least one pack 
of cards for each account Then trade all the 
cards you want from your dummy account to 
your permanent account Exit and the game will 
prompt you to save. Do so and the save screen 
will appear. Only save the permanent account 
and reset your PS2 again. Buy a pack with the 
dummy account and trade again then be sure to 
only save the permanent account and reset your 
PS2 for a third time. Repeat this process as 
many times as you need. Ybu should get at least 
14 cards each time and you will be forced to 
leave one with the dummy account Only leave 
Bronze cards as these will not stay In the dummy 
account and will be lost 

Always win coin toss 

To always opt to receive the kick-off, press IK 
before anything appears on the coin toss screen 
and you’ll win every time! 

MDK2: Armageddon 

Interplay/BioWare 

Invincibility 

Pause the game at any time, then hold id + cn 
and press 1\1. i. ** 

®, <§>, ® finally hold down \ 
pause screen disappears and you w 
become Invincible. 


! until the 
I Instantly 


Complete Manhattan levels three and six In 
Head-2-Head mode. 

All PTs 

Be victorious In the first fourth and seventh 
Head-2-Head races. 

All Modicums 

Win the third, sixth and ninth Head-2-Head races. 

All Ascents 

Come first In the second, fifth and eighth Head- 
2-Head races. 

London's bonus cars 

Win the 11th. 12th. 13th. 14th and 15th Waypoint 
races In London In Arcade mode to unlock the 
Alpha. Double Decker Bus, Black Taxi and Crown 
Mall Truck. 

Manhatten's bonus cars 

Win the 11th. 12th. 13th, 14th and 15th Watpolnt 
races In New York In Arcade mode to unlock the 
Beta. Bus, Ice Cream Truck, Meter Maid and 
Fiorenza II. 

ErtterCareer mode, defeat all the hookmen In 
New York, fly to London then defeat all three 
hookmen there. When you finally defeat the 
world champ, the TVpe-S will be unlocked and 
rolled Into your Arcade garage 

Moto GP 

SCEE/Namco 

Unlock Klonoa 

Win Challenge 22 to unlock Klonoa as a rider. 



NBA Hoopz 

Midway Games/Eurocom 
Cheat mode 

When the Versus screen appears, press the turbo, 
shoot and pass buttons to change the Icons The 
following numbers Indicate how many times 
each button needs to be pressed. When you have 
selected the Icons you desire, type In the 
corresponding direction on your D-pad. 

Example-. If the code Is 1-2-3 type In turbo, 
shoot shoot pass, pass pass 


Effect 

Show shot % 

Home uniform 
Beach court 
Away uniform 
Show hotspot 
ABA Ball 
Granny shots 
No fouls 
Big heads 
No hotspots 
Infinite turbo 
Street court 
Tiny heads 
No goaltending 
Tiny players 
Play as Dr Atomic 


Deck/Mlc/Mlc/Board 
Ball/Ball/Deck/Deck/Up 
Deck/Deck/Ball/Ball/Up 
Mlc/Mlc/Mlc/Mlc/Up 
Mlc/Ball/Mlc/Ball/Up 
Mlc/Deck/Shoe/Deck/Up 
Mlc/Shoe/Ball/Shoe/Up 
Board/Deck/Shoe/Board/Up 
Boa rd/Oeck/Mlc/Ball/Up 
Mlc/Ball/Ball/Mlc/Up 
MIc/Boaid/Shoe/MIcAJp 
Mlc/Mlc/Ball/Boaid/Up 
no aiicy-oujjb Board/MIc/Deck/Shoe/Up 

No two-pointers Board/Board/Ball/Board/Up 

No auto replays Deck/Shoe/Deck/Deck/Up 

Ball/Deck/Shoe/Ball/Up 
Ball/Deck/Mlc/Ball/VJp 
Ball/Deck/Deck/Shoe/Up 
Ball/Shoe/Deck/Ball/Up 
Ball/Deck/Deck/Ball/Up 
Ball/Deck/Deck/Boa rd/Up 
Ball/Deck/Board/Ball/Up 
Ball/Deck/Deck/MIc/Up 
Board/Ball/Deck/Ball/Up 
no ounxs Board/Ball/Deck/Shoe/Up 

More gamebreakers Deck/MIc/Board/Sboe/Up 
Less gamebreakers Deck/Board/Mic/Shoe/Up 
No gamebreakers Deck/MIc/MIc/Shoe/Up 

Springtime Joe “The Show 1 

Deck/Deck/Ball/Deck/Up 
Summertime Joe Deck/Ball/Ball/DeckAJp 

Athletic Joe Deck/Shoe/Ball/Deck/Up 

Captain Quicks Board/Ball/Shoe/Deck/Up 

Explosive rims Deck/Shoe/Mic/Ball/Up 

Harder distance shots 

Shoe/Shoe/Board/Ball/Up 
Easy distance shots Shoe/Deck/Boaid/Ball/Up 
Ultimate 


Tiny players 
Big heads 
Tiny heads 
Less blocks 
Less steals 
No player Indicators 
No shot Indicator 
No shot clock 
No alley-oops 


WNBA B: 

EA Big Ball 
Beach ball 
Football 
ABA Ball 
Medicine ball 
NuFX ball 
Volleyball 
Mega dunking 
No dunks 


2-2-2 -» 
3-0-0 -» 
3-0-1 t 
3-1-2 t 


Mixed genes 

Pause the game at any time, hold m * ™ and 

press t. 4-. -»• «*• ®' ®' ©‘ ®'® , 
transform your character Into one that Is part 
S pa™ Max the dog and a smidgen of Doctor 
Hawkins Pretty It ainU 

Slow motion mode 

Begin a new game with Max and then hold cd 
and press 1.1.1.1 The action will now be 
good deal slower. 

Kurt in boxer shorts 

At the main menu, hold m 

®, @. Kurt will now appear In the game 

only his pants. Filthy sod. 

Dinnino r nmera ^ 


MTV Music Generator 2 

Codemasters/Jester interactive 

There are currently no cheats available for this 
game. Stay tuned for further updates... 

MX2002 Featuring 
Ricky Carmichael 

THQ/Pacific Coast Power And light 

Start anpTgame In two-player mode. Have 
playerorreholddown m + ® >nd press f. 4. 

® and have player two hold ® ♦ ■ 

Ol + ®. An option to select your track should 
be become available. 


NBA Live 2001 

EA/EA Sports 
Increase star stats 

Press ® to access the Active menu from th 
main menu, then select ’Roster’, then Edit 
Played. A star player will appear If your Create A 
Player list has no entries Press cd to Increase 
the player’s stats at the Edit Player screen. To 
choose a different player, press id to return to 
the 'Create A Player sllsl Then press _ and 
change to another player. 

Check Tutttrese flashy moves to use In One-On- 
One mode... 


Move 

Strong pass 
Between the legs 
Rolling pass 


Commands 


Board/Deck/Deck/Ball/Up 
Mad handles Board/Shoe/Deck/Ball/Up 

Super swats Board/Board/Deck/Ball/Up 

Sticky fingers Board/Mlc/Deck/Ball/Up 

Player names Ball/Deck/Shoe/Board/Up 

No HUD display Deck/Mic/Deck/Shoe/Up 

Disable all cheats Deck/Deck/Deck/Deck/Up 

NBA Superstars 

Play the City Challenge and defeat any NBA team 
to unlock players from their roster. 

Biggs and Beacon Hill court 

Play the City Circuit and reach the Region 1 City 
Challenge. Defeat Biggs’ team to unlock him as a 
playable character and the Beacon Hill court 

Bonafide and Broad Street court 

Play the City Circuit and reach the Region 2 City 
Challenge Defeat Bonaflde’s team to unlock fom 
as a playable character and also get your hands 
on the Broad Street court 

Drake and The Yard court _ 

Play the City Circuit and reach the Region 3 City 
££»Defeat Drake’s team to unlock him as 
a playable character plus the Y&id court 

DJ and Venice Beach Court 

Play the City Circuit and reach the <»J* 

Challenge Defeat DJ's team to unlock him as a 
playable character plus the Venice Beach court 

Takashi and Yakatomni Plaza court 

Play the City Circuit and reach the Regjon !> Wy 
Challenge Defeat Takashl’s team to unlock him 
as a playable character and also get the 
Yakatomni Plaza court 

Stretch and Rucker Park court 

Play the City Circuit and reach the 
Challenge Defeat Stretch’s team to unlock him 


S 301(19 SHJAtfld N0IU03 ltfl33dS 
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SSX Snowboarding team 

To unlock the hidden SSX team, simply get ten 
wins in any of the In-game modes. 

3LW team 

To unlock the hidden 3LW team, simply get 20 
wins In any of the In-game modes. 

NYC Legends team 

To unlock the hidden NYC Legends team, simply 
get 30 wins In any of the In-game modes. 

Street Legends team 

Win the City Circuit to unlock the Street Legends 
team. This comprises of Biggs, Bonaflde, Drake, 
DJ, Takashl, Stretch and the great 'air' man, 
Michael Jordan hlmselfl 

Team Dream 

Win Hold The Court mode by completing all of 
the objectives to unlock a hidden team that 
comprises of Grayllen Allen, Magma Man and 


Yeti Snowman. 

NHL 2001 

EA/EA Sports 
Super Defense 

Enter the Create-A-Player screen and enter the 
names Sandls Ozollnsh, Chris Pronger or Scott 
Hannan. Enter •Yes’ to use their ratings and then 
adjust them accordingly. 

Super Offense 

Enter the Create-A-Player screen and enter the 
names Peter Forsberg, Jaromlr Jagr, Keith 
Tkachuk, Pavel Bure, Steve Yzerman, Owen Nolan, 
Rob Blake, Eric Lindros or Nlcklas Udstrom. 

Enter ‘Yes' to use their ratings and then adjust 
them accordingly. 

Super Goalie 

Access the Create-A-Player screen and enter the 
names Patrick Roy, Domlnik Hasek, Ed Belfour or 
Olaf Kolzig. Enter ‘Yes’ to use their ratings and 



□NITT1LISHR: LURRL0RD5 


Capcom Eurosoft/Capcom 
Unlock Onimusha 2 trailer 

Successfully complete the game once and 
save to unlock a new ‘Special Feature' option 
on the main menu. Select this to watch a sho 
trailer for the forthcoming sequel. 

Unlock Oni Spirits 

Successfully complete the game having 
collected all 20 Fluorites and then save. Now 


Unlock extra costumes 

Successfully complete the game with at least 
ten Fluorites and save. When you begin a new 
game you will be asked to choose between 
Normal and Special Samanosuke. Choose the 
new latter option and you'll play the entire 
adventure with the hero bumbling around in a 
panda costume. You can press m to raise and 
lower your mask. 

If you complete the game with an 'S’ ranking, 
then you’ll also unlock a new costume for 
Samanosuke's sidekick, Kaede, which consists 
of a red skirt complete with little wings and a 
tail. Rarely! 


available. In this 12-level sub-game, you must 
smash a certain amount of vases before your 
unsavory enemies and before your 
energy/timer runs out. 

Unlock Ultimate mode 

If you actually manage to conquer all 12 levels 
of th e Onl Spirits sub-game, you'll unlock 
Ultimate mode. Start a new main game and 
you II be asked to choose your style from 
Normal to Ultimate. In this great new mode, 
you start the game with infinite ammo for all 
weapons, limitless sword magic, 99 Soul 
Absorbers and, best of all, the Bishamon Sword 

Weapon in the S 3 ™ thaVtfas^be 
combined power of your three standard 
swords and can kill most enemies, with a' '•■■•' 
single swipe! •.. .. ?.& ,, 


^Get an ‘S' ranking 

Anyone who’s played a Resident Evil game will 
be familiar with the ranking system - although 
in this game the time you take to complete it 
isn't a deciding factor. Basically, you must 
complete the gamtfonly saving once, collect 
all 20 Fluorites along the Vvay, only use healing 
herbs and never medicine and absorb a 
shedlMd of souls. As timjp isn't Important, we 
recommend yoir revisit heavily populated areas 

]lt f iMl‘ monst 1 rs respawn frequently and 
masacre them. The more 
better the chance of 


then adjust them accordingly. 

□ 

Oni 

Rockstar/Bungie Software 
Master code 

At any time during play, press ■?. Highlight ‘Help’ 
and then press CD. (Dm®. ©, @. Although 
there Is no confirmation that the code has 
worked, you will now be able to enter any of the 
following sub-codes. The Master code must be 
re-entered before each new code Is entered. 


Cheat 

Unlimited health 
Unlimited ammo 
Ballistic ammo 
One-hit kills 
Level skill 
Tiny characters 
Big characters 
Big heads 
Gatling guns 
Unlimited Phase Cloak 
Fist Of Legend mode 


Code* 

R3, L3, R3, ® 
(D. CD. CD, L3 

®, ©, ©, R3 
L3, R3, ®, © 
L3, L3, CD CD 
L3, R3, @, ® 
R3, @, ©, L3 
►, ©, ©, ► 
CD. CD. CD. L3 
CD, R3, CD, L3 
R3, L3, ©, ® 


Character select 

Enable the Master code and then press cd. cd 
cd. cd. A sound will confirm that the code has 
been entered correctly. Keep pressing cd to cycle 
through the characters available on the current 
level, each of which has special moves that are 
different than Konoko’s. This mode is all that 
remains of the deathmatch mode which was 
removed prior to the game's release. 


* The L3 and R3 buttons are accessed by 
pushing either the left or right thumbstick 
inwards until you hear a clicking sound. 



Quake III Revolution 

EA/id/Bullfrog 
Level skip 

At any point during a game, hold cd + cd 


+ Sand press ®, ©, ©, ®, ©, ©, © and 
®. If entered correctly, you’ll hear a sound and 
will automatically win the match. 

R 

Rayman Revolution 

Ubi Soft/Ubi Soft 
Unlock cheats menu 

In the game, go to any map except for the first 
and enter the Options menu. Now select the 
Sound menu, highlight 'Mute', hold cd + cd and 
press cd, cd, cd. cd, cd, cd. If entered correctly, 
a new Cheat menu will appear. 


Unlock multiplayer maps 

Go to the first map and enter the Options screen. 
Select Language, then Voices and highlight the 
'Raymanian' voice. Hold cd + cd and press cd, 
cd, cd, cd, cd, cd If done correctly, three new 
multiplayer maps will be unocked. 


Baby Soccer names 

Check out the hidden Baby Soccer multiplayer 
game (see above cheat to find out how to unlock 
It) hold cd + cd and press cd, cd, cd, cd, cd, 
cd. If done correctly, the names will appear 
above the players. 

RC Revenge Pro 

Acclaim/ Acclaim Cheltenham 

Enter any (or all of) the following codes on the 

main menu for the desired effect... 


Cheat Code 

Unlock all cars cd, cd, cd, cd, @, @ 

Unlock all tracks cd, cd, cd, @, @ 

Unlock next cup cd, cd, cd, cd 


Ready 2 Rumble Boxing: 

Round 2 

Midway Games/Midway 
Master code 

At the character select screen, press 

T 4 ,, cd, cd, cd, cd, cd, cd. If the cheat 
has worked then all characters and cheats will 
be unlocked. 

Extra cheats 

Enter the following codes on the character select 
screen for the desired effect... 

Cheat Code 

All characters 

CD, -> CDX2, CD 

Championship costumes 

<- 4, -» -» t CD, CD, CDX20, CD 
Holiday costumes 

<-x2 1 T, CDX8. CD, CDX4, CD 
All training <- 4 t 4 f cdx20, cd 

New Year’s Day secrets 

-» t. 4. 4, 4, CD, CD 

Valentine’s Day secrets 

t 4*. 4 4, CDx2, CD 

St Patrick’s Day secrets 

-» f 4 4. 4. cdx3, cd 

Easter secrets f 4-. 4, 4. cdx4, cd 

Independence Day secrets 

t 4 4 4, cdx5, cd 
Halloween secrets f, 4. 4. 4. cdx6, cd 

Thanksgiving secrets 1\ 4. 4 4, cdx7, cd 

Christmas secrets f. 4. 4, 4 cdx8, cd 

Thin boxers -» -» t 4 cd, cd 

Fat boxers -» t. 4 CDx2, CD 

Big heads f. 4 . cdx3, cd 

Faster speed t 4 cdx4. cd 

Zombie boxers «- f -» 4. cdx2, cd 

Big gloves t 4 cd cd 

Extra camera angles 

At the character select screen, press cdx20, cd, 
CD. CD. CDX18, CD CDX9. CD CDxl4, CD, CDx5, 
cd, cdx9, t 4 and cd If the code has 

worked you’ll hear a sound. Now play the game, 
pause at any time and you’ll be able to access 
15 brand new camera angles. 

View ending sequence 

At the character select screen, press cdx20, cd, 
CD. CD, CDX18, CD, CDX9, CD, CDX14, CD. CDx5, 
cd, cdx9, t. 4 and cd. If the cheat has 
worked then you’ll hear a sound. 

Full Rumble meter (level one) 

Pause the game at any time and press cd. cd, 

4. T. t <- CD, CD, CD, CD 

Full Rumble meter (level two) 

Pause the game at any time and press cd. cd. 

CD, 4. I s . I s , CD, CD, CD. CD. CD 

Full Rumble meter (level three) 

Pause the game at any time and press cd. cd, 

CD, CD, CD, CD, CD, CD, CD, CD, CD, <- -» / f\ 4 

Unlock Freak E. Deke and Michael Jackson 

At the character select screen, press cdx13, cd, 
cdxIO, cd. If the code has worked you’ll hear a 
sound and these two characters will Instantly 
appear on the character select screen. 

Unlock hidden characters 

To unlock each of the hidden characters 
manually, you must complete Arcade mode a 
certain number of times. Here’s all of the secret 
characters and the number of times you must 
complete the game to access them... 


Character 
Freak E. Deke 
Michael Jackson 
G. C. Thunder 
Wild ‘Stubby’ Corley 
Shaquille O’Neal 
Freedom Brock 
Rocket Samchay 
Robox Rese-4 
Bill Clinton 
Hillary Clinton 


Xs complete 

2 

3 

4 

5 

6 

7 

8 

9 

10 






